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into existence, then this book is going 
to be a goldmine for you. 

in it, we'll learn about how manga 
pot its start and where it's at today as 
a medium; we'll discover precisely what 
manga Is (and is not); we'll see what 
makes manga different from Western 
comics; we'll investigate how to use 
Japanese comics’ techniques and make 
them your own; we'll plumb the secrets 
af how to come up with powerful and 
memorable story ideas, characters and 
settings. We'll look at the pluses and 
minuses of the manga idiom and how 
you can put these lessons to use to 
create comics of depth, interest and 
vitality without slavishly copying the 
works of those who have gone before. 

But before one can draw manga, one 
must first know how to draw. With 


that in mind, we'll learn drawing 
techniques to provide you with the 
tools you need to draw people, 
places and things; tips to make your 
characters and your story come alive; 
and how to physically get all of this 
creativity on to paper. Finally, we'll 
look at the production process, sO 
that you will be able to make and 
publish your very own manga, eit 
as an individu 
manga Circe 
conventior 

And ¥ 
of course 

Whethe 
home office 
equipment! 
quiet corner 
pencils, paper ai 


give you the encouragement and 
advice to get going on your own 
manga. Both the manual and digital 
approach to production and printing 
are discussed, so you will be able to 
achieve your goal no matter what! 
The manga medium is not a single, 
starlike point of light, with one style 
or story to be endlessly reflected by 
others. It is a galaxy composed of 
billions of different, brightly shining 
storytelling opportunities and artistic 
-yles. If you are one of the millions 
‘eaders who have been dazzled 
that galaxy, if you have dreams 
secoming one of its stars — then 
read on. Let's launch ourselves into 
he exciting universe of manga, 
snd discover how we can make it 
our own. 
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almost always get it wrong. In this chapter we discover w’ 


~ 


‘manga really is — how it started, what makes a mang: 


most importantly, what manga is not. 
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Prologue 


Ls 


Oh, hello, Imo! 
My name's Hana. I'm 
Mr Chan's assistant. 
Do come in! 


He also tends to 
sleep a lot... 


Origin and definition 
The term manga was coined in 1814 
by the great Japanese artist and 
printmaker Hokusai Katsushika 
(1760-1849) — usually known as 
Hokusai — who is most famous in the 
West for his evocative woodblock 
prints, such as The Great Wave. 

Like most modern manga artists, 
Hokusai started out as an understudy 
in the studio of another artist, but 
soon exceeded his master; his 
collections of picturesque illustrations 
and scenes of everyday life in old Edo 
were popular, and in time were 
collected into booklets and sold. These 
were the first manga collections. 

The word manga (pronounced 
‘MAHN:gah’) is written with the kanji 
‘man’ and ‘ga’, The characters used 
contain the essence of the medium: 


hat is it? Big eyes? Robots? A genre of comics? 
me definitions and go from there. 


‘man’ (involuntary) + ‘ga’ (pictures). 
According to manga expert Frederik L 
Schodt, ‘Hokusai was evidently trying 
to describe something like “whimsical 
sketches” when he coined the term. As 
such, the expression manga denotes a 
drawing made lightly, whimsically or in 
jest —in other words, a doodle or 
cartoon. 

At base, that’s what manga are: 
simply put, they are cartoons — 
Japanese cartoons. 

But what is a cartoon, exactly? 


What is a cartoon? 
Cartooning is among the most an 
of arts. Anyone familiar with the 
paintings created by our Cro-Mas 
forebears knows that cartoonis 
been around forever. When Us| 


Ice-Age illustrator sat down at t 


Cave wall to draw 
some pictures, he 
chose subjects 
familiar to him: 
animals, hunting 
scenes, the guy 
in the cave next 
door with a spear 
sticking in him 
Ugluk did the 
best he could, and 
ndeed created a 


Manga 


t many beautiful works of art 
hen we look at Ugluk’s oeuvre 
however, it’s obvious that he 
t going for realism in his art, 
vas not out to depict reality as 
nstead, his goal was to create 
narks that symbolized those 
By reducing the visual image of 
he was depicting to the bare 
n of lines and coloured areas 
sary for easy recognition, Upluk 
agaging in the intellectual act of 
-tion. Consider the following 


minions 


Abstraction: the process of separating 
the mental essence of a thing from the 
physical thing itself. Abstraction Is an 
intellectual feat unique to humankind, 
and is the basis of all forms of drawing. 


Drawing: a form of visual 
representation in which two- 
dimensional images of persons: places. 
things or ideas are created with the . 
intention of recreating the essence ‘ 
those things in the mind of the viewer 


All types of drawing are by nature 


processes of abstraction, Cartoons 
differ from other types of abstract 
drawings because they are abstract in 
the extreme; the more abstract a 
drawn image is, the more ‘cartoony’ it 
is said to be. 


Gartoon: A highly abstracted drawing 
of a person, place, thing or idea 
intended to recreate the essence 

that thing in the mind of the v 


Cartooning versus com 
The art of cartooning may >= 
divided into two types: stati: 
cartooning and sequential cs 
Static cartooning: cartoons 
representing a single event tahi'ip 


at a given instant in time. Typified by a 
single illustration, static cartoons are 
most often used as vehicles for 
humour (@.g. gag cartooning of the 
type found in magazines such as The 
New Yorker) or the expression of 
opinion (editorial cartooning). 


Sequential cartooning: Cartoons 
‘presenting a sequence of events 
at several instants in time, 
ets are depicted by the use 
» of panels (or frames, in 
nimated cartoons). By 
© sequence of panels, the 
ances the events depicted 
ine over time; in other words, 
artooning creates the 


Art 


t 


Drawing 
——- 


} 


Abstract | 
Ate 


Cartooning 


illusion of the passage of tim 
mind of the reader. The cle 
sequential cartoons include: 
strip cartoons, narrative carto 
various types and animated ca 

This illusion of events occurri 
time created by a sequential 
called the narrative, i.e. the telling 
story, and it is this narrative 
makes a comic strip or comic book 
different from all other types of 
cartooning. The narrative is the: 
of comics. 


With all this in mind, we arrive at 
our own home-made definition 
comics: 


Py. 


Comics: Sequential cartoons 
tell a story. ? 


But manga in the sense we ; 
discussing is more than ji 
cartooning. Manga is 
narrative art — storyt 
uniquely Japanese tv 


The idiom . 
Simply put, manga are comics in tk 
Japanese idiom. 


Ke 
“at 


Although he didn’t use panel borders 


as we know them, Bishop Toba made 
use of the continuous scroll format 
and artistic dividers such as cherry 
blossoms and maple leaves to create a 
non-narrative sequence of cartoon art 
that would ring down the ages of 
Japanese history. The impact of this 
and Bishop Toba's many other works 
(he also did cartoons about mac 
monks, genital weightlifting arc 

poo!) would be echoed by su 
generations of Japanese scro| 

who used cartoon scrolls te 

subjects as disparate as ghe 

diseases and even flatulence 

reader of manga knows, thes 

popular subject matter for ren. 
creators of our own day.) 


cartaon scrolls ind sim 


- ; Ekun 1568-1654) e nti 
— ' Hotei (c. 1600). 


Zenga 
Further down the manga timeline invention of the pri 
(c. 1650) came zenga (Zen pictures), scroll was a ha 

a kind of cartooning intended as an aid —_ work of art 
to Buddhist meditation. the ave 


Like Toba’s works, however, these own. 


The floating world of ukiyo-e 
The 17th century brought Lemitsu s 
decree of isolation; Japan was now cut 
off from outside artistic influences, but 
innovation didn’t stop. With the rise of 
a bourgeoisie (urban middle class) 
during the Genroku era (1688-1 703) 
came a corresponding rise in demand 
for cheap disposable entertainment. As 
always, whenever a demand exists, a 
supply will appear. Enter our old friend 
Hokusai, creator of the term manga, 
and the most renowned print artist of 
his day. His work stands as the 

| greatest example of the Japanese 

( illustrative genre known as ukiyo-e. 

[ Ukiyo-e means ‘pictures of the 
floating world’, the buoyant world of 
sensual day-to-day life, and artists like 
Hokusai delivered just that, with a 
series of popular woodblock prints of 
Caricatures, blood-soaked combat 

scenes, exotic locales and, of course, 
naughty bits. These series were often 
sold in sets of 20 or more images, 
sometimes bound or accordion-folded 
to form books, and among the best- 
selling of these first cartoon books was 
a Set entitled Hokusai Manga, or 

. Sketches by Hokusai, issued between 

1814 and 1878. In this wildly famous 

| 15-volume set (it is said that Manga 
was reproduced so many times that . oH »\ 

the wooden printing blocks wore out!), aoe Mlihiat\ 7 

the innovative Hokusai edges ever — 

nearer the dividing line between static 


Ukiyo-e by Suzuki Haronoby 


(1725-1770): Viewing th 
bostatMimequr, "oma 
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and sequential cartooning with his 
development of a kind of two-panel 
sequence Called the split-frame 
technique. While not a narrative 
technique per se, the split-frame 
technique used by Hokusai enabled 
him to show the passage of time in 
limited, before-and-after sc 
Another famous Edo era 
book, Shumboku Oh-oka's 7 
Sankokushi (1702), spoofed 
urban Japan, and kicked off 
similar cartoon booklets, ¢ 
called Toba-e after Bishop 7 
By the end of the 18th ce 


cartoon format had evolve 


with the publication of kibiy 
Yellow-Cover Books, which ad 
children's fables and town storjes 
using a picture-and-caption format 
cartoon books in Japan had reached 
a plateau, 

Hokusai Manga, Toba-e, kibiyoshi 
and other masterpieces of Edo era 
Japanese cartoon art were not merely 
popular in Japan; they were to prove 
a tremendous influence upon the 
artists of Europe and America in the 
late 19th and early 20th centuries 
as Well. Even so, ukiyo-e and its 
descendants lacked the sequential 
storytelling element that separates 
Narrative cartooning from static 
cartooning. For all their famous 
beauty and immense impact, they 
Were still just pictures. A new artistic 
influence was needed to push 
Japanese cartooning over the line 
into the realm of comics. 

That influence came steaming over 


Hokusai, Vertical and Horizontal Face (c.1848). 


the eastern horizon and into Edo Bay 
on 8 July 1853. With the arrival of 
United States Navy Commodore 
Matthew C Perry and his 
expeditionary fleet, Japan's splendid 
two-century isolation came to an end. 
Just as foreign influences in 


technology, politics and military arts 
revolutionized Japan in their respective 
areas, foreign art began to affect 
Japanese art techniques as well. 

With the end of the shogunate and 
the restoration of the Meiji 
the stage was set for major change. 


Jiggs, from Bringing Up Father by George 
McManus (1923). 


work as homefront morale boosters 
Japan's burgeoning comic book 
industry was ravaged, first by the 
government's increasingly harsh 
censorship, then by wartime 
propaganda demands, and finally by 
American incendiary bombs. By the 
end of the war, the few comic books 
left in Japan were crudely made 
propaganda screeds hardly worthy of 
the name. 

Then came the Bomb, and the end 
of the war, As American forces 
streamed into the country to begin 
the occupation, Japan lay in ruins, her 
people hungry and poor, her cities 


wastelands of rotting ash, Death and 
destruction were everywhere 
But from out of the ashes of war 

came a phoenix of creativity. Japanese 
society was about to be reborn — and 
with it, the cartoon, which would one 
day spread to influence the entire 
ittingly vas a doctor of 


je over the 


ing { hild 


Some have called Tezuka ‘the Walt 
Disney of Japan’ for his contributions 
to cartooning in general; to my mind, 
he is really more of the ‘Winsor McCay 
of Japan’. As well as being a 
multimedia genius and a brilliant 
businessman, Disney was primarly 
known and loved for his unforgettable 
funny-animal humour cartooning 
throughout his career as a cartoonist. 
Winsor McCay, the first genius of 
American cartooning, was a master of 
narrative, and, while humorous, his 
stories (of which Little Nemo is the 
most famous) centre upon human 
fears, fantasies and foibles. Osama 
Tezuka had a sense of humour, oh yes 
—a keen one, with a puckishness that 
Disney productions often lacked — and 
a heaven-sent gift for storytelling, to 


Yesterday and today by Norakuro. 


be sure; but unlike Disney and McCay, 
his comics were created primarily with 
drama in mind, and when he did draw 
cartoons of animals, such as Jungle 
Emperor, they were generally far from 
being ‘funny’ in the Mickey 
Mouse/Gertie the Dinosaur tradition. 
Unfortunately he had little of the 
Disney/McCay gift for business; in fact, 
his enterprises were plagued by 
insolvency and bad management 
throughout his long career. 


But oh, could he create! 
At the time, the only comics wide 
available in Japan were a few 


newspaper strips and the so-called 
aka-hon, or ‘red books’, a kind of cheap 
comic book with reddish covers, copies 
of which were crudely printed on pulp 
paper and sold at candy stores and 
the like. Published in Osaka, these 
inexpensive comic books provided 
affordable entertainment for the 
children (and adults) of post-war 
Japan — and a golden opportunity 
for Tezuka, then a teenage medical 
Student at Osaka University. His first 
strip, done for a national children’s 
newspaper, was well received, but the 
publication of Tezuka’s first aka-hon 
manga — 1947's Shin Takarajima (New 
Treasure Island) — was nothing less 
than revolutionary 

Nothing like this comic had ever 
been seen before, and other Japanese 
creators were amazed. Shin Takarajima 
had a long, exciting story, a well- 
developed cast of characters and 
dazzling cinematic layouts and Pacing. 
In their 1975 autobiographical comic 
Manga Michi (The Way of Comics), the 
artistic Combo known as Fujio-Fujiko 
(creators of the legendary Doraemon 
manga) talk of their reaction to 
Tezuka's manga calling it'a revolution 
IN post-war comics!’ Manga auteur 
(and Tezuka protége) Shintaro 
Ishinomori said of the book: ‘It was 
shockingly new ... My encounter with 
Shin Takarajima was probably what 
made me decide to become a Manga 
artist.’ Others were Similarly impressed, 

Shin Takarajima went on to Sell more 
than 400,000 copies (a miraculous 
figure in those days of Widespread 


18 Draw Manga 


Shin T; ij 
akarajima (New Treasure Island) Osamu Tezuka, 1947 


poverty) and jump-started the age of 
manga as we know them today 

it is impossible to do justice to the 
career of Osama Tezuka in a historical 
sketch like this, so | won't try. Suffice it 
to say that Tezuka created or perfected 


most of the styles and techniques 
common to modern manga. Among 
these, Tez 
@ created the moder shohjo m 

or girls romance comic genre 


no Kishi/Princess Knight, 1954) 

@ established the visual vocabulay 
the post-war Japanese manga 
industry, including such stylistic 
innovations as speed lines, travelling 
shots and big eyes; 

@ perfected the modern science 
fiction, detective fiction and true- 
life history mange; 

@ pioneered the modern multi-volume, 
super-long manga story idiom 
and much more besides. 

Of course, Tezuka was also the creator 

of arguably the most well-known and 

beloved of all manga characters: 

Tetsuwan Atomu (Mighty Atom), 

known in America as Astro Boy. 
Atom/Astro Boy the character is 

perhaps Tezuka’s most representative 
creation: an atomic-powered robot in 
the form of a young boy who engages 
in a Pinocchio-like quest to discover 
What it means to be human, Astro Boy, 
Japan's most famous science fiction 
Narrative cartoon, was not only the 
first instance of what would become 
Japan's huge friendly-robot comics 
Benre, it was the force behind another 
Japanese pop culture medium: the 


animated cartoon, 
known in Japanese as 
anime. The Atom/Astro Boy 
anime (1963) was Japan’s first 
domestically produced animated 
television series and one which 
limited-animation 
ade TV animation 
ssible. (Thanks to 
TY producer Fred 
iwush Janguage 
ilmost as beloved 
) Over the 
oy has become 
s@ pop culture in 


pioneerer 


ga in particular, and 
ontinues to this day on 
of the Pacific, 

In the end, Osama Tezuka was 
neither a Japanese Disney nor a cheap 
knockoff of any other cartoonist. He 
was unique, an artist of such rare 
talent and such peerless stature in his 
field that only one nickname truly 
suits him: the one by which he was 
known in Japan. To them, he was and 
is ‘the god of comics’. 


born sige: 


Modern manga 

The meteoric impact of Tezuka’s 
manga created a tsunami of creativity 
in the manga field — a tsunami that 
has broken upon the shores of both 
America and Europe, and one that has 
yet to subside, In the decades since 
Tezuka’s manga revolution, manga 
have become the number one form 
of entertainment in Japan, where a 
myriad manga on every conceivable 
style and subject is available. Manga 


Tetsuwan Atomu (Mighty Atom) a.k.a. 
Astro Boy. 


magazines (some of which number 
among the best-selling publications of 
any type in the world) cater to 
audiences of all ages and interests, now 
as then providing the reading public 
with cheap disposable fun, and manga- 
based anime films (some of which 
number among the highest-grossing 
theatrical releases in Japanese history) 
dazzle and delight both children and 
adults on both the small and big 
screens. Manga has become a 
permanent and indispensable part of 
life in Japan. : 
The rest of the world is slowly 
catching on to this exciting storytelling 
medium as well. This is nowhere. 
true than in America. Beginning in 
1990s and continuing until today, t 


Japanese manga has 
in fact, as of 2004, m 


graphic novel ca 
ignored by the pl 


we 


Drawing Basics 


Copying another artist’s style is a waste of time. Ignore 
what the other how-to books say — you can’t draw mar 
until you know how to draw. That means you need to kr 
how to draw the human body realistically before you 
attempt to draw people in cartoon form. This chapte 
you how, and offers a treasury of shortcuts and tips 


you get it right. 
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Every 

time Patchy falls 
asleep on him. She has 
strange sleep-inducing 


your new 


student... Fe cai Does this powers. arterial 
I'm awakel pe ee Wake wanna go a 

Sear. up Sensei... ‘school...'s 

Saturday... 


K Thanks, sir! 
SNA These are my 
atest pages... 


.nnerf. 


Okay, Imo. 
Welcome to 
Studio B-chan. 
lam B-chan. 


Let's see 
what you've 
got. 


if you're looking for a convenient and inexpensive way 
to take a life drawing class, your local community 
college is a great place to start! 


if you happen to have some actual 
ability, great, but never make the 
mistake of thinking you're ‘good’ at 
what you do. You're not. I’m not. No 
artist ever is. The best we can hope for 
is to be good enough. 

As long as we are imperfect human 
beings, we'll never truly know 
everything there is to know on any 
subject, including drawing. My advice 
to those who have some drawing 
ability is to pretend that you know 
nothing and approach the craft as if 
you'd never picked up a pencil. You'll 
be amazed at how much you still 
‘have to learn. 

_ So get out there and go about it! 
Get asketchpad and a pencil and hone 
‘yo ir skill as. an artist to your utmost. 
No matter what level of talent you 
'Il find that learning to draw 
improve your work, and 
sfaction on many other 


1S Lalented oF i | Fact, the ch 
secret in the whole 
simply this: 


world Of aft Is 


Talent is not necessary to 


succeed as an artist 

You read that right. History proves 
conclusively that talent is not strictly 
necessary if one wishes to succeed in 
art. And that goes for any form of art 


— music, drama, drawing, you name it. 


Talent is a gift. Every so often, along 
comes a Mozart, a Johann Sebastian 
Bach, an Albrecht Durer, a Hokusai, a 
Charles Dana Gibson, a Charles M 
Schulz. Each of these artists 


instinctively had the ability to produce 
works of such superb quality that the 


pial race hee no 2 abicsG: EU tea 


Wolfgang Amadeus Mozart is a good: 
example of a genius. He was an 
accomplished keyboardist from the 
moment he was tall enough to hit the 
keys. He composed his first minuet at 
the age of five, his first symphonies at 
nine, his first grand opera at 12 and 
toured Europe to rave reviews before 
he was old enough to shave. That's 
zenius. That's talent. That's an example 
»! 8 person who is born to play. That's 

: Dorn artist 
‘et one need not be a Mozart to 
eed as an artist. After all, for every 
» fgang Amadeus playing for the 
ved neads of Europe, there were 
) Hans Schmidts out making an 
onest living playing piano in taverns, 
cnurches and cathouses. Hans didn’t 
have Mozart's talent; Hans had to 
learn piano the hard way: by 
practising. 

We can't all be Mozart, but anybody 
can be Hans Schmidt. Just as Hans 
made his living tinkling the ivon 
anyone with the desire and di 
so can learn to draw. Whatev 
Average Joe or Jane might lack 


for one to learn one’s 
then practise. A 
ats instrume 


Drawing from life 

Th @ fou Adation for any form of 
_ graphic art is life drawing — the art 

eing persons, places, things or 

tions in the Real World and 
ing an image of them on paper 
Captures the essence of their 
nee, In other words, drawing 
tic pictures of real people, places 
n your training as an artist, 
t the following exercise: get 
a pad (the cheapest one you 


7-4 


etter, Don't worry if you 
a 


t Worry if it loo S wrong at first. 


get bored; it's just your brain tr. 
wriggle out of doing something 
not used to. Just sit. For 15 minu 
And draw your hand. 

As you draw, gently tell yourself f: 
draw what you see. | mean literally 
whisper to yourself, ‘draw what you see, 
draw what you see’, and then really 
look at your hand. Don't try to think 
about it; just let the light bounce off 
your hand into your eye and down your 
brainstem to your drawing hand, You'll 
probably cringe at your early attempts. 
Don't. You're not going to do well right 
away. That's OK — you'll get better, 

Now, | realize that when people see 
yOu staring at your hand and talking 
to yourself they're going to wonder 
What's up. To avoid embarrassing 
questions, | suggest you find a quiet, 


ortable place to spend your 
rnutes of ‘hand practice’. The 
en table at home is an ideal 
Lion; it’s well-lit, comfy, and the 
y people likely to see you there ate 
iembers of your own family or your 
roommates, who are used to you 
talking to yourself. E 
Once you feel you have sufficiently 
mastered drawing your hand, the nev 
step is to start drawing people. For ; 
that you'll need a model. Now! _ 
mean a statuesque blonde bee, 
your brother, best friend, or the Gi 
Next Door will do. Again, find a 
convenient time and place £0 preci 
get together there with your MS 
two or three times 2 oe i 
ose comfortably — in a reek = 
hen not stiffly; reading 2 book o 


Turntothe =o 
next page tosee how | 
we process it all... 


Us brains have 
to take in so much information 


petting the cat are ideal — and, again, 
just to get a drawing done! 


draw what you see. 

i'm not convinced of the benefits of a 
formal art education for cartoonists, but 
you could always try 2 Figure or Life 
Drawing class, which is a formal class 
supervised by an instructor in which the 
students observe a live model in a 
classroom and draw him or her for an 
hour. Most local and community 
colleges offer them. You enrol, pay your 
tuition fee, buy the materials needed 
and show up two or three nights a 
week. The instructor will walk around 
behind the students as they draw, 
offering comments and suggestions. 

Learning to draw from life is vital, 
Without a working knowledge of how 
to draw from life, your career as a fast. You can’t break the rules etn sey lo learn Oven, We'll discuss this in 
manga artist is likely to go nowhere know the rules, and life drawing is the detail later in the chapter. ’ 


Four steps to figure drawing 


ty seca oa ae oe 

. 1 an oval to represent the head, and then Once you have the figure roughed in, a sepa 
Beipinithe rest of the frame using the ball-and-cylinder of paper on top of the Bai draw the finished 
method (see page 32). using the rough as a reference. 


As we go on through this chapter, you'll be ash 
Various things. For now, you will just need the 


: 
f 


Then use our thumb, pencil, or a scrap of paper to measure 
ie reeneien to head height (see page 34); then, at the 


etch in the ground line ~ this is 


Ravi can renigve and adjust the langths of 
"2 Saaiaghes paar frame until ie ) are 


f ’ a 
A wee ; 
Wavatico tse. bac.) 


fe Pe airy el 
in 


concentrates on movements and 
expression to keep you updated on 
what's going on Out There. (The 
process the brain uses to do this is in 
many ways analogous to the data- 


have to do with manga? Well, unte 
e able to manipulate them reali: 


Drawing by shorthand 
This is why drawing from Real 
seems so hard. Our brains. ! 


complicated structure of the hu; i i 
form and basically freak Out. Our 


f the structure compression codes used to transmit 
your symbols for digital video data; as the frames load 
snized. And the in sequence, the computer compares 
earn structure — really each frame to its predecessor, and 
only redraws those pixels that change 
from frame to frame, not the entire 
raster field.) The more complex Real 
World things are, the more our brains 
tend to reduce visual images to thei: 
bare bones, filling in the details 
internally, through imagination, bas: 
upon what we have learned fror 
others and from our own expe! 

It is thus by symbols we know + 


natural desire to Mentally reduce 
complex things to simple Symbols 
kicks in, and instead of really segi | 
what we're looking at, the brain | 
registers it as a symbol. Then: when we — 
try to draw what we see (a humen 
eye, let's say), the brain naturally 
transmits the ‘eye’ symbol to the 
motor nerves that control the hand 
The end result is that we tend to draw 
‘he symbol for the eye (e.g a dot, ora 
emon shape with a dot in it) instead 
the actual eye. This is the reason 
eople think they can't draw well. 


fe drawing does take skill, 
cal act of making the 


get over the tendency of 
reduce the complexities 
al World to more easily 
symbols. 

Real World is infinitely 
amplex. Our brains are 
tantly bombarded by 

— sensory data created 
eyes, ears, noses, 


Wow, 
that's complicated! 


and the billions of much 
ings in our bodies data! 
Peexactanith the Can't... cope! 
and energy around 


thin us. 


tis adept at 
B the essence of the 
und us without 
capture all of the 


They draw the symbol of 4 th 
without understanding the sti 
of the thing they re drawing 


Breaking the habit 
Luckily, this sort of ‘drawing by 
shorthand’ is a habit, and a hab 


be broken through an act of w 

way to break the habit of drawing 
symbol instead of what you see is by 
training yourself to see — in other 
words, by drawing from life. With 
diligence, in time you can gradually 
f€-programme your brain to see what 
you're looking at rather than just 
slapping a symbol on to paper to 
fepresent it. It's a kind of ‘virtual 
reality : at any given time, when you 


Hmm, | want to show 
her from below, from 
behind her right leg, 
looking up... 


1 tO OF \ ; 

ning trom scratcn 
king at an actual 
person, place or thing). With practice 
your internal 3-D models will become 
so detailed and familiar to you that 
you will be able to tilt, rotate and 
distort them in any manner or to any 
desired position in your mind's eye — 


and then put that image on paper. 


No 


QQ problem, 


boss! 


By training oneself to see, and to draw 
what one sees, the artist gains the 
ability to draw a person, place or thing 
from any imagined point of view or in 
any imagined position or state. This 
ability is crucial to becoming a 
cartoonist 
You can’t break the rules until you 

know the rules, By ‘taming your 
brain’s symbol-using capability, you'll 
learn the underlying structure of things, 
and will therefore gain the ability to 
jraw images that look ‘right’, whether 
hose images are realistic or symbolic. 


q > 


‘all the effort you've 
not to draw symbols, 
- you to draw symbols. 
full circle: from symbol 
ality to symbol. 
rorks like this: the less complex 
orc ived hing is, the more 
nv Ivernent it takes us to perceive it, 
and the more involved we have to be 
to interact with it. Therefore — and this 
is key — the more symbolic an image 
is, the more real it seems to be. 
This curious effect is the result of 
human psychology. Because our brains 
are good at symbol processing, we 
tend to be more involved with 
symbols than we are with other 
complex images. 
The art of drawing manga is the art 

_ of telling a story with symbols. Instead 
‘of drawing an eye, you draw the 
symbol for eye, and the eye becomes 
real for the reader. This is why it’s so 
important to know how to draw a real 
eye: without knowing how a real eye is 
structured, your ‘eye’ symbol will look 
childish, awkward — wrong. 


} 
Manga, a ‘cool’ medium 
Marshall McLuhan, the great 20th- 

' century communications theorist, 
divided mass media into two types: 
‘hot media’, high-resolution media 
that require little viewer involvement, 
‘and ‘cool’ media, in which detail is low 
and the viewer has to fill in the details 
for him- or herself. 

_ Comics, according to McLuhan, are 
ac dium. The reader looks at 


Shapes of the cartoon 


“ Reta d 
ai 
oe 


‘ts 
\ 4 of S 


* 


,ean, people don't really have eyes that big in Real Life’ 
eauege ere you have to learn how to speak it. ad 


Symbol 


Reality 


Manga 


forms and mentally makes them come 


alive. To use his words: '...the old prints 


and woodcuts, like the modern com): 
book, provide very little data abou; 
any particular moment in time, 0! 
aspect in space, of an object. The 
viewer, or reader, is compelled to 
participate in completing and 
interpreting the few hints provide: 
the bounding lines.’ 

As a creator of manga, you have | 
power to create worlds that will corn 
alive for your reader, that will ‘feel’ real 
to them. 


What language do you speak? 
Many people who enjoy American and 
European comics just do not get 
manga. They can't get past the big 
eyes, spiky hair, impossibly long legs 
and 'Caucasian features’ that make up 
the cliché manga Style. 

The reason for this disconnection is 
simple, however: these People speak a 
different language. 

Manga is not illustration, Manga is 
really a visual language ~ a kind of 


hieroglyphics, or picture-writing, that 
developed from Japanese visual culture, 
ust as Western comics echo the 
cassical tradition of Greek and Roman 
sual culture, so manga reflects the 
ic, ideographic nature of Eastem 
and writing. Fans of Western 
tics tend to find it hard to read the 
iese picture-language of mange 
ause they are used to the Westem 
ture-language of comics. 
Like the Western comics artist 
the manga artist has a thorough 
knowledge of the structure of the 
human body; the difference lies in the 
artist's use of symbols to recreate the 
image of the human body in the 
reader's mind. The gap between 
Western comics fans and mange s8 


language gap. 


East versus West 
Western comics are pict 
too, but are much less 5° tm 
Western comics are based In la 
upon the written word. chec , 
copy of Batman or The Legion 


re-wniti@ 


mange 
germ 
4 


Superheroes or 2000.A.D. and see 
what you find: words, words, words - 
by the dozens per page — in the form 
of speech and thought balloons, 
captions, footnotes and so forth. In 
Western comics, the central principle 
is to tell the story, not to show it; the 
pictures are there merely to 
complement the author's text. 

Manga, on the other hand, is based 
upon the image. A typical manga page 
contains far less written information 
than does a typical Western comic 
book page. It is not unusual for manga 
Pages to have only three or four words 
per page, or even no words at all: the 
image is what matters, not the text. 

And image is important. As McLuhan 
Points out, comics media are ‘cool’ — 
they force the reader to fill in 
important data on their own. This 
mental involvement makes the subject 
cae more real to the viewer 

data can —and the 
800d storytelling is to 
Is Unreal seem very real to 


Hieroglyphics 


e Wr iting 


Kanji 


=e 


Picture Writing 


Manga 


Picture Writing 


will allo “71 to experience your 
imaginary world rather than just read 
about it. Show, don't tell is the magic 
formula that gives manga its immense 


power as a medium. 


Picture-writing 
Do people have huge, saucer-sized 
eyes in Real Life? No. And so what? 
People don't have muscles like a side 
of beef, wear blue tights and come 
from the planet Krypton in Real Life, 
either. The next time a friend 
comments upon the ‘unrealistic’ 
nature of manga, please point out that 
American and European comics really 
aren't any more realistic in nature; 
they simply use a different picture- 
language to tell their story. 

When a manga artist draws an eye, 
he or she is not drawing a picture of 


an eye; he or she is drawing a 
nieroglyphic character that stands for 

n eye, a symbol that communicates 
something about the character, not 
just a mere illustration of an eye. Just 
as a superhero’s unrealistic 
musculature stands as a symbol of 
power, a manga eye stands for the 
inner characteristics of the character 
to whom it belongs. 

As you proceed through the lessons 
in this book, always keep in mind the 
secret of manga: show, don't tell. It 
will serve you well in creating your 
own comics that are true to the spirit 
of the manga idiom. 


Leg and Foot 
Group (P/S) 


(P/S) = Port / Starboard 
Symmetry 


Human form: Basic Components expolded view 
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Manga men Naturally, the 7/8 heads rule must 


The same proportional rules go for be modified when drawing the figure 
men. Drawing them in physically in perspective, but with practice you'll 
correct proportions will make them soon gain a ‘feel’ for using it correctly, 


look like B-chan over there on the right © Once you have the basic figure 

~ all sawed-off and stout. Instead, draw _ established and in proportion, you can 
men about 7.5 to 8.5 heads tall and flesh out the figure according to the 
they'll look well-proportioned. guidelines shown below. 


Centreline 


Centreline 


Eye/Ear Line 


Waist/Elbow 
Line 


| c oa se PF Crotch Line/ 


Paris 


As befits a shepherd who is also a good, solid muscle. Of course, you Our Paris is nothing if not lean: 
prince, our lad Paris here is built like a don't want to overdo it: unless you're broad at the shoulder and across the 
Trojan outhouse ~ in other words, drawing a weightlifter, a superhero or chest, narrow at the hip, with defined 
solidly. Most men in the Real World an overly developed muscleman, my but not bulky muscles on the upper 
aren't built nearly this well, but advice is to stay away from the lumpy, arms and torso. 

remember we're not in the business of bulky, Western style of drawing Here are some of the techniques 
portraiture — stylization is our game, muscles. In other words, when it comes —_-you can use in your drawing to make 
and nothing says Real Man like lots of — to drawing the hombres, think lean. sure you're drawing a man. 


Face 
Most men have less fat 


beneath their skin than 
women; therefore, the male 
face tends to have better- 
defined bone structure and 
musculature. The brow ridge 
and chin of males are 
generally more pronounced 
than those of females as well. 


Neck and Shoulders 

The male neck/collarbone/ 
shoulder complex is 
surprisingly different to that 
of the female. The male 
collarbone tends to slant up 
from the centreline, rather 
than downwards, and the 
tendons and muscles of the 
neck (including the deltoids, 
which peek over the 
shoulders) are much bulkier in 
general. Men also tend to 
have much broader and more 
squared-off shoulders. 


Arms and Hands 
The average man’s arms and 
hands are much thicker and 
more defined than those of 
the average woman. 
Exceptions exist for both 
Sexes, but a careful hand will 
allow you to convey a slender 
man or a bulked-up woman 
without giving them a 
Carnival-sideshow air. 


Hair 
In real life, most men wear 
their hair shorter than 
women. There's no reason you 
have to draw it that way, 
however! The thing to keep in 
mind is that even long hair 
can be masculine in 
appearance; the key is to 
arrange it in a masculine way. 
Here, Paris sports the Shinichi 
Watanabe ‘jafro’ look that is 
currently all the rage among 
manga fans. 


Upper Body 

It's night and day as far as the 
upper body is concerned. 
Men’s chests are in general 

broader than women’s, more 

muscular and (unless the man 

in question is obese) lacking 

external breasts. The powerful = 
muscles of the male back are 
visible over the collarbones” 
as they taper up the back of 
the neck. 


Legs and Feet 
Other than the typical 
differences in size and 


muscle-joint prominence, 


teristics. In order to draw the range : of. r 


ate a t these characteristics are, and be able to ap, 


> 
- i 


wes 


features, hair and jaw structure are Such a baby face 
attached to this sphere as shown in the There is no one way to draw.a my 
illustration below. face. There are as many Kinde nan 
prac As demonstrated, the skull is In Japanese comics 3s in Wee th 
my weil look at basically a globe with a bony brow COMICS. Yet just as Western ¢ 


you can use to make and the upper/lower jaws sort of stuck —_ artists tend to draw characte ne 
on the front. The reality is, of course, a —_faces follow the proportions of thas 


bit more complicated, but if you've found in classical art, manga | 
been practising your life drawing tend towards drawing faces that ae. 
you already know that. The thing to cute. In this lesson, we're going ti 


remember is that the skull’s shape can __a brief look at cuteness and howto 
be simplified into four parts: the brain — draw cute faces. 


bucket, which is the cranium; the What is the key to drawing the ai 

. brow, which is the bony ridge that face? Neoteny — the retention of 

s analogy, you can think of surrounds and protects the eyes; the childlike features into maturity.it 

das having an equator running jaw structure, both upper and lowe makes sense that we should like thing 

its middle, and a meridian and the cheek, the cheekbone anv hat look childlike; after all, human 

ing around it from top to bottom. fleshy covering that wraps around seings the world over have a builtin 
Where these two lines meet jaws and gives the face fullness. lesire to lave, protect and take care) 

Sie Fess will be; the north are the four parts that you'll use | ibies and young children. That dest 
soulthypoles are the crown and the construct your characters’ faces al irries over to things that share the 

ase of the head respectively. The give them life, same proportions as those of young” 


North Pole 


North Pole 


South Pole 


d into a top half and a bo 


’ tt 
‘wo hemispheres by an imagi om half by 


nary tine called a meridian. It also has a north pole and @ south 


an axis running through the centre of the globe De 


children, too: anything with big eyes, a 
large head, a small mouth, fluffy hair, 
rounded features and a general air of 
softness and cuddliness is going to be 
regarded as cute by most people, no 
matter where they are from. From 
puppies to kittens to teddy bears and 
Hello Kitty, as a species we love things 
that remind us of babies. 

So, in order to draw the cute face 
have to forget drawing our charact 
heads in the correct proportion: 
adult human skull (top right). | 
we draw our characters with t = a ehead, smaller jaw, 
general facial proportions typic: pale hint eS 
baby's skull (top left). 

In practical terms, this means 
drawing the brain bucket, forehead 


(above) has a smaller 


and eyes bigger, and the jaw smaile Pa 
than they are for an adult skull. This / 
stylization has the effect of shortening 

and widening the face when we draw cp 

it, which in turn means that the eyeline Equator = \-=b = 


Eye-quator = sh ones 


= 


no longer falls on the exact equator 
of the head. Instead, we must imagine 
a new line circling the skull a short 
distance below the equator, a line 
which | call the eye-quator, as shown 
above, The eye-quator marks the line 
Where the pupils will fall on the face. 


Teenager 


eror those characteristics, 

ur more sober, serious, 

é characters should have 

nibolize those attributes. 

t, of course; it might 

onally draw a cute 

evil character, or a mature 

hildlike character.) In all 

r, the eyes should be 

pressively, and should be 
the eye-quator. 

bout big eyes. Big eyes 

tic convention, not a 

E It is entirely possible to 

Ba story in which the 

es are more or less 

to ‘real’ eyes. In general, 

Size of the eye serves an 

as a symbol of the inner 

icter. The general rule 

deeper’ and more 
cter's eyes are, the 


General manga proportions 
The basic round-face manga head is 
proportioned as in the 3-D view above 


top (approximately 1:8.4). The 
face is 4 eye-widths wide 
(the eyes being set 1 eye- 
width apart). Please note that 
the brain bucket is wider at the 
back and narrows to a flat front 
(the forehead). Chins may be 
drawn as rounded, square or 


pointy, and cheeks as sunken, 
chiselled or chubby, depending 
ON artistic needs, 


The long-face head js 
Proportioned slightly differently 


| 
(| feel like such 
\ a fool 


By NSD /2) ae 4 
= J 


Ny 


ra 


from the round-faced head (rovhiy 
i:7). Basic head structure and eve 
proportion remain constant. 


the basics. 


ng. | plug my lightbox into the socket 
| flip the drawing and, with the light 


“sap: The Female Face 


iful girls wi hungry, so let's gow. 
| girls will never go 80 thro 
draw beautifu 
= oonist who can 


quator and other 
construction lines, but 

| don't fuss tog much 
about being exact ~ this 
only the beginning, 


\\ \ 
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; —=\'s —Ss ’ 
| 
\ 
| \ : 
\ it 
dearth 
Ste 3 2 more an i 
Bree time. | reverse the Image ore the ne 
in pencil again, taking care this paca drawing. | @ 
the way | want it to look in the finis ) with ne co i 
the neck, shoulder and back anatomy: tarting 


is sketch is $ 
lines cluttering up the image, this ske 
like an actual drawing. 


4 
pate redraw, this 
time in solid black line. 
(jused a digital tablet to 
redraw this particular 
piece in my computer, 
but pencil and paper 
works, too.) Notice | use 
different widths of line 
to add depth and visual 
interest to the drawing. 
(The width, or weight, of 
your lines should always 
vary within the same 
drawing: more about this 
later.) | also carefully 

draw in various wisps 
and locks of hair to show 
the viewer that it's a 
mass of strands, not just 
a solid object. Beware of 
creating the dreaded 


‘hair helmet’ effect. 
Step 5 


The last two images are just for show, so don't 
worry about following along from here. We'll - 
discuss these techniques in detail in Chapter 3, 
Once your basic drawing is done, you may 
choose to add tone to your drawing as shown — 
here. Tone refers to any technique used to 
create a 3-D effect by showing shadows, 
reflections and other differences in value (the 
intensity of the light reflected from an object). 
Since Carmencita’s hair is as black as an ever 
in Spain, | have given it a darker-valued te 
symbolize that. The tone here was applied — 
digitally, but | could have used pencil, m 
crosshatching, screentoning, or other m 
to add tone. More on these techniques te 


Step 6 
To finish up, I've added highlights — a! 


r ugNnt O 


So let it be written. 
So let it be done. 


Step 5 ? 
And there we have it. I've added shading and hig ights to 
indicate colouring and the identity of the charact 
guess who I've drawn here? That's right, it 
as portrayed by a certain late bald actor who s 
biblical epic of our time. — 


and refining the lips and nose 
3 at each step and draw it 
baste censdinations)} 


- a 


sefore, it can be very difficult to draw hands that look right. 
‘ 4s of manga and how to draw them. 


Meth d Middle finger 
"The Spectrum Metho 

The human hand is an extremely Satine 

complex assemblage of bone, muscle, 


connective tissue, glands, follicles, 
chitin, fat and skin. As such, there is 4 
lot of ground to cover to get it just 
right. As always, drawing from a real- 
life model is recommended: remember 
the first life art exercise | gave you 
earlier? | suggest starting a ‘handbook’ 
—a sketchbook in which for 15 to 30 
minutes a day you draw nothing but 
your own hand, from every possible 
angle and in every possible position. 

Once you have the structure down 
‘pat, you can then simplify the 


complex structure into a cartoon. 
One easy way to break the hand 
down to the basic parts is to 
use the Spectrum Method. 
It works like this. The 
hand has seven basic 
parts: the index finger; 
the middle finger, the 
ting finger; the ‘pinky’ or 
little finger; the area at 
the base of those last 
three fingers; the thumb 
and ‘ham’ (the muscular ‘ball’ 
at the base of the thumb); and 
the palm. By assigning one of 
the seven colours of the white- 
light spectrum to each part, it's Thumb and 
easy to make sure you've drawn ‘ham’ 


Ring finger 


‘Pinky’ 


.. | Finger base 


d heel 
them all. The seven colours of the “a 
Spectrum are red, orange, yellow, 
Breen, blue, indigo (dark blue) and | 
: the |i is gi He 
wiolet, easily memorized by using the the a 'S given the label red, the thumb and ham violet yrs | 
‘initial letter of each colour in the & linger orange, the middle missing a colour, you've aa 


marke quaint ee 
hand incorrectly. Check agains 


diagrarn above. 


naeciieentraraaliag finger yellow, the index green, the 
acrony By, finger base blue, the paim indigo and 


| j Folds of loose 
skin over each 
finger joint 
allows bending 


Fat pads on finger 
bases form creases 


\J 5 Finger tendons 
= stretch over 
‘a knuckle bones, 
so there's 
— extra skin 
there, too 
| Hand movements Tendons for ‘ramp’ over 
Study the illustrations on this page bones on top of hand 
and consider how the hand and fingers ~™“ 
bend, The thing to remember is that 
the hand has two hinges: the hinge 


____ between the ham and the palm, and 
the one between the finger base and 
the palm. (The palm itself does not 
move, These hinges allow the ham and 
base to move toward each other 
Telative to the palm.) 

The double joint inside the ham 
“Makes the thumb extremely mobile in 
Comparison to the rest of the hand. It 
/ to fold the thumb almost 180° 
extended position — the 
sable thumb’ that makes 
1gs the wacky tool-users we 


cane 
Palm} 


“Hinge *® 


Believe it or not, people 
have webs of thin skin 
between the fingers! Check 
your own hands for proof! 


You may want 

to omit the skin 
folds and creases 
when you draw 
hands— too much 
detail can give the 
impression of aging 


Let's look 2 
same princi 


k, feet. 1h : 
moessoval comics artist who couldn't 


draw feet. Instead, they'd draw the 
character standing in fog, or wearing 
floor-dragging flare pants. Well, we are 
manga artists. No wusses! No lying 
about in ponds! We will learn to draw 
feet or we will die trying! 

Here's the big secret: the foot js 
nothing more than an elongated hand, 


Cat Foot 
Leg — 7 
Foot . - 
Toe — 
i 


Animals can be a help when it comes to ferric 


ave Known many a working, 


t feet - how they work and how to draw them. In many ways you can me ce m 
ples you just used to learn to draw hands. 


only with no thumb. Instead, imagine 
that a thick fifth finger, hinged the 
same way as the other four, is placed 
next to them. That's the big toe. Once 
you have this idea in mind, 85% of the 
complexity of the foot disappears. 
Below are ball-and-cylinder drawings 
of the foot, plus three views, to give 
you the general layout of this most 
enigmatic appendage. 


Human Foot 


-rnbering the parts of the body. A good 


example is the cat's foot; although the cat walks on its toes, its foot has the same 
parts as the human foot — only the proportions are different. 


7 


The foot has only one hing 
toes (green area) and the ri 
(blue area). 


Walking and Running 


o move towards and away from the action and inte 
ra 


Your characters need to be able t 
iate how we do this ourselves. 


other. As such, it’s vital to apprec 


Ct With eae : 


leg moves forward, the right arm 
" WOrds 


Drawing a human being in motion is connect to the rope; in oth 
2; in othe 


trickier than you might think. The first 
thing to keep in mind is that the 
human body twists with every step. 
Check it yourself - when a person 
walks, their pelvis twists as they place 
one foot in front of the other, and 
their shoulders and upper body twist 
in the opposite direction so that the 
net twist is zero, Another way to 
visualize this is to realize that the 
limbs of a person move opposite to 


swings back, the left leg moves back, 
and the left arm moves forward to 


match the right leg. 


Centre of gravity 


The reason is balance. The body has a 


centrepoint, called the centre of 


gravity (CG), which is the point upon 
which the weight of the body is eque 


on all sides. (If you were to ha 
human body from a sling, the 


the CG is the point from Which ¢ 
body would have to be 5 
it to remain in balance) The thing . 
remember about the CG js ‘tp 
me tft 
must always be supported when the 
body is standing upright; ifitisit ys 
person will fall over. ic 
The walk cycle 
Walking is really a series of short falk 


As you stick out one foot fora step 


the spot where the sling w you temporarily remove the s 
y remove the suppor 


each other as they walk. As the right 


Left arm goes fon ae 


Axis of Shoulders 


P\ 4 


Axis of Pelvis 


. when right leg goes forward 


Maintaining the 
centre of gravity 
during walking and 
running. A person 
walking stands 
upright, but a 
person running 
must tilt the upper 
body forward. 


Body femain 
balanced 


be the ( i y 19th-century stands almost upright; the line 
fang e forward. Whe veard between the CG and the supporting 
a ee ee > foot on the ground Is almost vertical 
t ad fhe tinus ted the nature with every step. A person in full run, 
for — withthe t and the however, throws his or her body far off 
' saa . the planted foot > below). An balance, tilting it forward dramatically 


x k o ha 1 creating a large angle between the 
throwing the body off £ Walk becomes CG and the supporting foot. This 


sagins again. Th : the bod extreme off-balance condition requires 
CESS DEPINS aga f y = te 
vements is called the walk tep. As them to swing the opposite leg and 


r | 
The mechanics of the walk the illustrations foot forward rapidly to keep from 


A series of drawings based on the Muybridge photographs illustrate the walk cycle. 
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(Hair may be given a thicker 
appearance by combing it back from 
a side-to-side parting near the front 
of the scalp; this process |s called 
‘teasing’ or ‘ratting’ the hair, and 

hair styled in this manner Is called 
bouffant. At the back, hair may be 
allowed to hang down, or it may be 


worn ‘up’ in a twist (a vertical roll of 
hair) or a ponytail (hairstyle in which 
the hair is pulled together and tied 
at the back of the head). Longer hair 
may also be worn in braids, either 
plaits (loosely woven braids) or 
pigtails (tight braids of hair). 
Ponytails, pigtails and braids may all 


Know your Bobs! 


be accented by ties, combs, braided- 
in ribbons, or bows, 

One staple of manga is the short 
hairstyle for girls known as the 
pageboy or bob. There are four basic 
styles of the bob (see the diagrams 
below), which | call the Moni, the 
Tavi, the Mo and the Aubrey. 


A The Moni 

This is your basic Japanese schoolgirl ‘ 
haircut — medium-length hair cut 

almost straight across the bottom, 

with fringe combed to the side. 


B The Tavi 
Here the hair is cut extremely short a 
at the back, with long forelocks and 
spiky fringe — a cute ‘goth’ look. 


C The Mo 

The basic ‘Prince Valiant’ cut, 
forelocks only slightly longer than 
fall, with short, bowl-cut fringe — 
good for girls with fine hair. . 


D The Aubrey 
Chin-length or shorter hair with a 

long fringe, usually held in place with 
clips — a young, fun look. y 


Curly and long looks 


b 


A The Euro Naturally curly hair can be dr 3round the edges, for example) to gt 
This is wavy or loosely curled, smooth three basic ways: the Euro, t! e idea across. 
hair, quite long. and the Isro. The Euro is con \l[though few women in real life 
people of European ancestry sar their hair longer than the smal 
B The Afro to people of African ethnicity f the back, characters with super 
Tightly curled, kinked hair, short and Isro to Mediterranean and Ind 5, super-dreamy hair are a long: 
cut close to the head. European peoples, but feel fret tanding tradition in Japanese comic 
C The Isro and match! tists owen # eli Mats i 
| Here the hair is medi | For feasonis: OF both appeal anc space Pirate Captain Harlock, 2p 
. smooth, it can be sh um cur ed, and Practicality, it's not necessary to drav peri e pi 
i short or longish. every tiny curl when depicting these often draw their female charac 
hairstyles. Instead, treat the hairdo as with floor-length or longer tresses t0 
d Mass, with just enough detail of curl create a romantic, almost fairy 18 
appearance If you choose this aa 
keep in mind that long half iS a 
the longer you draw it, the — 
will look and the shorter it pac A 
your character appeal. ca : 
long hair need to be tall, a 
ethereal in appearance to pu ae 
Space-princess look. Also a 3 
that ultra-long hair is not PA - 
most women; if your pe 
astronaut or 4 sub T 
and grooming 4 st tle 


going to present 4 r 


d 


The Manga Eye 


nga the eye is the key communicator of character, from personality type, to mental and 


3 said al state, to age and role in society. 
e 


By comparing the more-or-less 
realistic drawiNB of an eye on the right 
with the stylized version on the far | 
right, it's possible to see the kind of 7, 
abstraction needed to create 4 good, 

onen manga (boys’ 


expressive sh 


comics) eye: 
Note that the shonen-style eye |S 
significantly larger than the regular ifermation communicated in shohjo even sloppiness — of the drawing. 
eye, but not overly so. It is also much is communicated via Believe it or not, that's OK! Shohjo 
less detailed, making it seem more (e ri, intuition and symbolism, manga artists often draw in a 
to the reader. This is the goal you ri in the form of words or deliberately sketchy style in order to 
should be aiming for f action, The huge, give the drawing an organic feel. An 
By contrast, the typical eye use hjo eye isa true window — eye drawn ina scratchy freehand can 
shohjo manga (girls comics) is dra /f the manga character, be much more expressive than the 
a great deal larger than the actual xamples shown below precise ovals and clear lines of a 
would be. This is because much of th he extreme sketchiness—  shonen mange eye. 


The eye shown on the right is a dark-coloured eye. Notice 
the use of crosshatching and highlights to give the 

impression of depth. Your characters’ eyes should show how 
soulful they are; your ‘good’ characters should have eyes like 
liquid pools of feeling. 


otal from the side, the eye takes on a triangular 

4 tS pate the lines delineating the fold of the eyelids, the 

ed ) the lashes, and the overall roundess of the eye as 
"iN profile. Never forget that the eye is a ball. 


Th ‘ 
en on the right is an example of a blue eye. Note that 
ac Bs Pupil have been shaded using tiny, sketchy half- 
and how the highlights are only semi-outlined. 


Games 

‘illustrate i ing i bout a ch 
+ d eyes are at conveying information 4 ata 
= es shoal cea i created six visually different characters for 


uplicated the same hea 
> naan strip using key changes In the hairstyle and eyes. 


ter, I've 
a typical 


A The Captain 

Small, dark, shining eyes indicate 
maturity and character; Brylcreemed hair 
indicates discipline. He longs to return to 
Earth and to his belle Marie. 


B The Kid . 

Alert, open face and eager expression 

| mark him as the rookie; unsophisticated 
hair style indicates he's a country boy. 
The new robot pilot on the block, he’s 

innocent, but not for much longer. 


C The Hero 

Tousled pompadour? Check. Kabuki 
brows? Check. Eyes burning with fires of 
justice? Check. This hero is a sullen loner 
out for revenge, or vindication, or 
something. He learns to love while 

operating the giant robot, 


D The Second Fiddle 

Sleepy-eyed gaze + smirk = bad boy with 

a heart of gold. The girls go wild for him, 
but his only affection is for himself, his 
giant robot and his best friend/man- 
crush, the Hero. He dies tragically in the 
Hero's arms in the next-to-last episode. 


E The Player 

Hairsprayed hairdo and droopy lower lids 
mean that this is a guy who's out only 
for himself. He's always figuring the 


angles, making deals and operating 
behind the scenes. 


F The Ninja 
Silent but deadly, He may be working for 
the Enemy, or he may be a survivor with 
a tender heart. He also hides 4 Terrible 
Secret. The Ninja doesn't play well with 
others until the final episode — when he 
sheds manly tears over the death of the 
Second Fiddle, covers the Hero's back 
while he saves the world, and e 


arns the 
respect of the Captain. 
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posing the Figure in Action 


wip rtant as the spoken word when it comes to communication, 


Many new artists draw stiff figures in photos or review some on the Web 
stock poses or frame after frame of and see how the expert eye of the 
characters standing with their hands photographer captures the personality 
at their side. There's a word for that and situation of their subject. What 
kind of cartooning, and that word is you'll find js that in the best photos 
boring. Don't fall into that trap. the subjects are not looking at the 
When laying out your manga page -ameraj in other words, they are not 
try and think of yourself as a .osing at all. That's the secret to 
photographer rather than as an ing your figures in dynamic and 
illustrator. Grab a book of famous ng ways: don’t so much pose 


caplure them in action. Vary 
yera angles’; feel free to draw 
am the back, top and below 
aid don't be afraid to 
it with off-centre framing, 
\ose-ups and other cinematic 
es. (We'll cover this topic in 
letail in Chapter 3.) 


Pr 
am 


when posing your figures in the frame, it's important to keep in mind that body language is as 


And now, a word about 
cheesecake 

What is ‘cheesecake’? Simply put, 
cheesecake is a drawing of a pretty girl 
wearing very little clothing, or in a 
suggestive pose, or otherwise kitted 
out in a manner intended to make the 
lads smile. It’s long been a popular 
subject for garage-wall calendars, tool 
catalogues, sport magazines and comic 
books. Manga is no exception. 

Please note |'m not talking about 
pornography. Cheesecake is generally 
about suggestion, ‘innocent’ hints and 
the art of the good-natured tease. 

Cheesecake is fun to draw, but its 
appeal has its own dangers. Aspiring 
young male manga artists often give 
in to the temptation to fill their own 
comics with badly drawn imitations of 
half-naked manga heroines. This is not 
only embarrassing, but it can kill your: 
creativity, as energy that should be 
devoted to storytelling and originality 
becomes diverted into the creation of 
ever-more-sexual images. . 

if you choose to draw cheesecake in 
your manga, use your common sense 
and let your conscience be your guide. 


~ 


a piece of string, tied to the 
pole at one end, with the other 
to hang (A). If the string is long 
gh, the bottom part will touch the 
und, and the string will curve, or 
rom the point of attachment 
2 point on the ground, 


e 


ihe art of drawing drapery (folds and 

in cloth and other fabrics) is 
made out to be more complex 

nit actually is. Huge volumes have 
ritten describing the minute 
of how elbow wrinkles in 


th look or how to draw 

PP&¢ around a runny 

hile | suppose one could 
13 


The catenary curve is the natural s! 
supports in a gravitational field, as 
a suspension bridge are a good ex. 


e. 


support and ground or between two 
Supports. The catenary curve is the 
key to drawing drapery. By thinking 
of fabric in terms of catenary curves, 
you will find that drawing drapery will 


become much more intuitive, Even a 


loose piece of cloth forms a catenary 


ae 


: 
| 
| 


exible object suspended between two | 
‘nthe diagram above (B). The cables of i 
onary curves. ( 


u'll notice that there's quite abit | 

sing on besides catenary curvesinthe | 

xample (C) shown left. Cloth notonly 
jrapes, it folds and wrinkles as well. The \ 
degree of folding/ wrinkling seen ing 
piece of fabric depends upon its thichiis 
and stiffness, as well asm 
the objects supporting it. 


serving as one Suppo see” 
as the other. Diagram ™ 


h Thick and Thin 


pifferent fabrics drape differently. Observe and sketch real-life dra | sie 
fabric’s texture and thickness affect the way it drapes and folds. a rae 


= 


men’s suits are cut from worsted 

_amoderately thick and stiff 
fabric, which drapes heavily from 
support points and only wrinkles 
near the joints. Note the wrinkles 
around the inside of the elbow 
joints shown right (A). Also 
notice how I've depicted the 
thick folds in this sketch ~ can 
you spot the catenaries and 
their support points? 


S a 

wf > 
Note how ct 

hang from w —. 


A 


In general, the thinner and looser a fabri 
more it wrinkles, folds and drapes. Note h 
thin, loose weave trousers (B) hang differen 
thick, tight denim blue jeans (C). 


S 
AS 
Qi 


thin/tight 


out more. 


Swipe is an artistic term for the act 
of copying some other piece of art — 


| 

I a drawing, photo, etc. — while 

changing it only enough to prevent 
legal action. 


First, you need to find a photograph 
of the mecha you wish to draw. In 
order to legally reproduce a photo, 
even as a drawing, it's almost always 


There are two approaches to drawing 
trains, planes, cars, spaceships, robots, 
serious manga artists, is the ‘swipe me 


necessary to buy the licence (official 
permission) to do so from the artist- 
photographer who took it (or from 
whomever it is that owns the rights 
to the image). This can get expensive 
Big-time manga artists in Japan often 
hire their own professional 
photographers to go out and snap 
shots of whatever building or 


mecha (pronounced 'mecca’) — mechanical thin 
etc. The first of these, and the one most often used 
thod. The second is the ‘scratch’ method. Read on ; 

0 fing 


BS Such ag 


aeroplane it is they want to 
their comic book — byt this to 

be a pricey Proposition, The Re 
to get BOod photos js to search i 
library or the Internet for images : 
are in the public domain (i.e, that ‘ 
free for anyone to use). Below are . 
three examples of swiped images 
created from photos for YOU to study 


Put in 


The best Way to swipe a photo ima 
. it into digital form, then use a desi 
Adobe PhotoShop to digi 


simply dump the photo image and ad 
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. Outline, Once traced, you 
tones and whatever 


other changes you wish to the digital tracing. An? 

to use a lightbox or light table to trace the outlines W" 

se way, the swipe is your key to creating really 
ackgrounds and gadgets. 


ther method , 


, 


Mecha From Scratch 


The ot 
look at 4 ° 


|n the ‘scratch’ method, you create the 
drawing from your own imagination 
(from scratch!) using simple shapes 

{ike boxes, cylinders, cones, and curves 
as the basis for the item you wish to 
depict. You then add detail and toning 


Sp" 
Oo” a 


Step 1 Ste; Step 3 

The process begins with a Next \image From the simplified image 
sketch — a quick drawing to of the weak it create a perspective image of 
capture the basic idea and down ii linders,and the ship, using accurate cross- 
feel’ of the drawing you want _ other sin apes. Just as sectional ovals, straight lines, 
to do, You can make this as the ball-and-cylinder method and perspective. You can do 
messy as you like. helps to build a 3-D mental this digitally, using PhotoShop 


image of a character, this 
simple sketch will help to think 
of the vehicle as a 3-D object. 


her (and perhaps more honest) technique for drawin 
tep-by-step example. 


as necessary to give the drawing a 
realistic feel. The scratch method is 
best when you want to draw 
something that doesn't exist in the 
Real World — an imaginary supercar, a 
mile-high skyscraper, a futuristic 


Step 5 

Next comes 
the actual 
drawing, or 
line art, which 
| produce 
digitally or 

by light box, 
tracing over 
the wire frame 
image. Add in 
details, black 
areas, and 
background 
needed to 
flesh out the 
picture, 


& mecha is the scratch method. Let's 


fighter jet, a starship, etc. In this 
example set out below, I've drawn a 
space fighter being launched from the 
deck of a space battleship to show you 
how the scratch method works from 
initial sketch to final image. 


Step 4 

Once you have the cross- 
sections and perspective 
right, you can create a wire 
frame image of the ship. This 
will serve as the skeleton of 
the actual drawing, 


or similar programs, or 
manually using oval templates 
and a straightedge. 


Step 6 
The final 
image is 
produced 
by adding 
shading or 
colour to 
the line art. 


“eA, 


, &. 


a o 


—s." 


g sk 
DUDL 


js " 
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co, young Imo, | see yout ie. 4 Your master has taught 


natige illustration skills jj = p< you well... what 
have grown strong ~ 


Forget it, 
He's in full 
flow, 


' Therefore... 


Therefore 
| have decided that you a 
Ready to be inducted intc 


and as such 


to be initiated... 


Yes, initiated...into the 
—_ Seven Steps of Manga! 


/ Hana, 


put the 
coffee on, 
it'll bea 
long 


Creating Manga 63 


It takes a speci 


4) want to draw manga, but | don’t 
know how to get started. Over the 
many years I've spoken to young 
people about drawing manga, I've 
learned that the difficulty of getting 
started is probably the number one 
problem experienced by prospective 
artists. Most of these people are 
bubbling with ideas and energy to 
spare, but when it comes to actually 
sitting down and facing that first cold, 
white, blank sheet of paper, all that 
bubble and spark just seem to fade 
away, So how does one get past that 
first huge hurdle? How does one take 
the first step in the long walk of manga 
making? If you are one of those who 
wonder, this section is for you. 

The first thing to realize is that you 
are not alone. In your city or town 
there are almost certainly other manga 
fans (and prospective creators) who 
share your love of the art form, and 
who might be willing to join forces 
with you in exploring its possibilities, 
By meeting other Manga enthusiasts 
and sharing ideas, encouragement and 
effort, you can vastly increase the odds 
of not only starting that manga 
Project, but finishing it. 

This is the purpose of the manga 
Circle, A manga Circle js 4 Broup of 
artists who join forces to create and 
oes ale 

. ands of such Circles, the 
vast Majority of which are Comprised 
of young People who are not 
ces ubisn hen 
of pages of Ofiginal te : tousands 

Nga fanzines 
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J Organizing a Manga Circle 
| > 9 work on his or her own. But a task that seems eno, | 


‘ ‘ m 
al breed of or roportions when tackled by a group of like-minded individ 


person shrinks to manageable pro 


(called dohjinshi) every year, and trade 
and sell them to each other and to the 


general public. Many of these young 
artists go on to become successful 
pros working in the manga industry; 
others simply enjoy creating and 
trading dohjinshi ‘zines as a hobby. 
if they can do it, so can you, 

Manga circles provide three 
important benefits to the artist: first 
they are a great way of funding the 
publishing of a manga ‘zine; secon: 
they provide a team environmen 
members to discuss, encourage 
critique and motivate each ot 
Third, they provide artists wi 
Opportunity to set goals an 
towards them as a team. TI 
perhaps the most important 
without specific goals, it is al 
certain that an artistic project 
become bogged down, sidetrack 
otherwise abandoned. 

It's simple to form a manga 
Just ask your manga-loving pals jf 
they're interested in actually putting 
Out 4 manga. Put UP Notices on your 
school, library, college or workplace 
bulletin boards, Once you have three 
to five interested friends, pick a 
the week and a time when eve; 
free and get toge 
basis ~ say eve 


day of 


ther ona regular 
ry other Saturday at 
2 p.m. at your kitchen table 

And if YOu live out in the country, or 
there are just not enough manga 
lovers where you live, don’t despair. 
Get on to the Internet, join an online 
Manga creator's forum, or form one of 
YOur OWn. Stay in contact! 


yone is 


| 


OP Se ee os 
Imo can't sleep. He wants to create his 
own original manga, but when he thin 
about actually doing it — Well, it al 
seems so confusing. 


Aspiring 
Manga 
Artist 
Seeks 
Same 

——I 


— 


Hope comes in the form of Hana.Im0 
has posted a notice ona bulletin board 
at his school stating his desire to ine 
friends who are interested in mange 


The next ev stm a 
find an invitation In his ‘esi 0 
It’s from Hana, who ee follow ng 
her manga circle ont 


Saturday afternoon: 


Here afe a few issues to think about 
when setting up your manga circle 


Charter and purpose 

Wite a simple charter, e.g. The 
Saturday Afternoon Manga Circle 
(SAMC) IS an association of friends 
United to promote, discuss and create 


Manga’, and vote on j ili 
2 On It Until it passes 
by 8 majority, ; 


Officers 


You" 
oa @ few officers. Elect a 
; — (to Set the agenda and lead 
a e), “vice-president (to help 
Sident) and 3 treasurer/ 
ao : {to keep track of money and 
Otes during meetings). 


Subs 


NEEd tro 
beta ney for materials and 


f ry 
Mand distribute your ‘zine, 


| establish a 
subs ystem early on and 
y passing a hat or cash box 
around the table at each meeting. The 
money can be kept in a bank account 
if you want to go that far, but a cash 
box with a lock and key will work just 
as well. (Leaving the club cash in the 
care of a trusted adult or a majority- 
approved third party can also help 
avoid money troubles.) Try to avoid 
having arguments over money. 


collect it 


Rules 

The fewer, the better. A few simple 
rules, such as if you miss three 
meetings, or miss paying subs three 
times, the club can vote you out, are 
all that are needed for a small circle of 
friends. Just treat the others as you'd 
like them to treat you and you'll find 
the need for rules quite small. 


Meetings 

Order a couple of pizzas or some 
Chinese food, but wait until after the 
business is over to eat — this will 
encourage you all to be brief and to 
the point during the meeting. At 
meetings, the president calls the group 
to order, the vice-president announces 
the agenda, the secretary/treasurer 
takes notes, collects the subs and 
reports on the finances, and the circle 
as a whole votes on specific issues at 
hand. Use your meeting's business 
time to set goals, make schedules, 
review member contributions and 
generally get down to the hard work 
of drawing your manga. When finished, 
the vice-president moves to adjourn, 
somebody seconds and, upon 2 
majority vote, the president closes 
the business portion of the meeting. 
Pizza time! 


- Storytelling is crucial to mang: 


ean make for worthwhile reading, 


Here are some tips for creating good 
story ideas. (We'll discuss the dramatic 
techniques of good storytelling later; 
this section is strictly about coming UP 
with initial story ideas.) 

Some people are blessed with a 
mental treasure chest of good stories. 
For others, it's a struggle to come up 
With an interesting plot. No matter 
which kind of person you are, however, 
it's a certainty that at some point 
you're going to be hit by a sudden 
flash of inspiration — a brilliant idea for 
a story that unexpectedly zaps into 
your mind like a mental lightning bolt. 
When inspiration hits, | stongly suggest 
that you jot down the details ASAP; 
such bolts from the blue are few and 
far between. 

On the other end of the creative 


Spectrum are those moments when 
you simply cannot come up with a 
story you like, no matter how hard you 
try. You toy with various ideas, but they 
all seem stupid ... your drawing hand 
seems stiff and incapable of producing 
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If the story you want to do 
seems like it's been done before, don't 
worry, because it has. just remember: "What 
has been Is what will be, and what has been 
done is what willl be done; and there 
Is Nothing new under the sun 
(Ecclesiastes 1;9) 


ting Good Stories 


a. In fact, it’s more j 


The flash of sudden inspiration can be 
exciting — but also shocking. 


a straight line. What's going on 
Friend, you've been crushed b 
dreaded creative block — a st: 
being during which creative ide 
won't flow. 

Most manga creators do nol 
the inspirational shock or drea: 
creative block. Instead, many ust 
stream of consciousness appr 
‘Gee’, they think, 'I'd like to do a sy 
manga. But which sport?’ They the 


mportant than the art! A good sto 
but a bad story is unreadable no matter how good t 


TY With b 
he arty 


Q* 


but it sure beats the heck out of being 
crushed under the Creative Block. 


p through the sports section of the 
aper, watch a sports channel onTy 
ead out to the golf course and 
t for ideas to occur, Let's loon at 
y the creative process might (un 
that while driving by a schoo! 

s court, the thought of doings 

s manga occurs to our alts Ths 

; to thoughts of tennis plays 
omen tennis stars. teenage gi" 

nis aces in short skirts... teenegs 

girl tennis stars of Russian ancesty 
n the USA in short skirts. 
sova...hey, What I she 
royalty and didnt know 


living 
Maria Sharaf 
were Russian 
it, and suddenly, just before 


-ides to 
Wimbledon, Russia decides ¢ ; 
_ wow, Marie 

heit 12 
y, last 


pestort 


the monarchy, and 


the Czars, is forc ” 
the game she loves andt 
e rickel 


let's call it 
ad it! 


Russia! Yeah, thats th 
And so a story |5 born 
. ‘a re 

‘Aim For the Crown \'d 


me, they really do work. 


Four Story-Generating Methods 


u're really stuck for a story idea, try one of these methods. The 


The Golden Oldie Method 
History, mythology and folklore, 
reflecting universal themes and value 
are a great treasure chest of story ide 
(Most classic tales are in the public 
domain as well!) Try updating your 
favourite myth or legend by changing 
the setting to the inner city (a la West 
Side Story) or outer space (a la 2001: 
A Space Odyssey) — it's easy and fun! 


tories Method 
He first time you asked a 
Jt on a date? How about 
neet Where you won that 500- 
n by really giving it your best? 
ragedies and triumphs will 
vate with your readers — after all, 
verybody’s had the same kind of 
experiences, If you keep a diary or 
journal, use it as a rich source of great 


true-life stories. 


y may look simple, but believe 


The Title-Bashing Method 

With your friends, jot down 30 random 
words on slips of paper. Ten should be 
names, 10 should be adjectives, and 

10 nouns. Drop them into three 
containers. Each person draws a card 
from each container to form a title, 
such as ‘Crispy Soldier Melvin’. 


The Shameless Swipe Method 
Let’s say you're a big fan of a certain 
sci-fi TV show (let's call it Startrack) 
featuring a bold, dynamic, young captain 
(we'll call him Captain K) and his stoic, 
alien first officer (Mr S). You could spend 
hours creating a fan-fiction story about 
their exploits, but under current 
copyright law you would not be able 
to sell your Startrack manga (or even 
distribute it for free!) without riskin 
legal action by the owners of Sta 
Instead, you could create an orig 
story that is remarkably like $ 


ey Qty 


.. 4 classic example of a studio workspace. It doesn't nece 
atl d be a space dedicated to your work. Beginners sh 
put it st 


ssarily have to be @ separate room, 


ould build up the items gradually. 


s 


reference library Filing trays 

_— Drawing paper 

Monitor Window / 
y F / Work station lamp 

Bulletin board Pe 


Desk lamp 


: 7 ? 
J E cil 
~ ca > uf 
tablet. , j f 


% if / 
yf / / 
. Recyclables - / 
Com puter > 
bin Wastebasket / 
Storage Scanner Stool 
crates 


Let's demistify one thing right up 
front: art supplies, as such, are not 
needed to draw comics. | have drawn 
most of my pro comic books with 
common office-supply type materials 
— ordinary pencils, ordinary paper, 
ordinary markers — plus a few 
specialized (but inexpensive) tools. 

if you have big bucks and want to 
impress, go ahead and splurge for the 
fancy stuff, but if you're a serious 
beginner (or a thrifty pro!) there's 
absolutely nothing wrong with using 


commonly available tools and supplies. 


Why pay more? 


. Pencils and markers 
For doodles, roughs and sketches | 
recommend two types of pencil: the 
disposable mechanical pencil, available 
in packs of 20 at the stationers’: and 
the leadholder or drafting pencil, 
which is a pencil-sized metal barrel 
with internal spring-loaded jaws that 
is designed to hold (and be refillable 
with) consumable pencil leads, 
Mechanical pencils require no 
sharpening; if you go with the 
leadholder, you'll also need to get a 
box of leads and a Special kind of 
sharpener called a lead pointer to keep 
the tip pointed and contain its 
powdered-graphite shavings. The 

| important thing is to use a pencil with 

a fairly hard lead that can create a 

j smooth, dark line. | advise against 

using ordinary school pencils, so-called 

artist's pencils, or non-reproducing 

blue pencils due to their expense, 

shavings and often-waxy leads, 
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id Equipment 


on’t fooled by other art instru 
srte anit manga. A few simp 


ction books. It doesn’t take a lot of expensive stuff to ; 
le tools are all you really need! tO | 


There are many kinds of markers, few —_ considering how fast they 


~¢% 
TUN 6 Ty 


of which are useful for comics work four markers shown here a 

due to their ink, which is not dark of cheap, office-supply Markers thas "| 
enough and which fades quickly under —_have performed well for Me in actuay 
ambient light. Expensive art-store use; YOU will, of course, Want to | 
‘design markers’ are ideal for drawing, experiment with different Markers iy 


but are also highly expensive, especially you find those that suit your work 


ee 


Typical mechanical pencil. Disposable 


Leadholder. Note pushbutton releas arrel, knurled grip, and 
clamping jaws, plus Berol #2375 awing Lead, 2mm x 12 


ee 


Disposable technichal pen, 0.2 tip. 


Flexible-tip drawing pen with waterpoof ink. 


Fibre-tip ultra-fine-line marker. 


Fibre-tip fine-line marker. 


habits. Generally speaking, it's 
desirable to have four types of marker 
g technical pen (the disposable ones 
are fine — get one with a 0.2 tip); a 
drawing pen with flexible plastic tip 
(the Japanese ones are great — make 
sure the ink is waterproof!); an ultra- 
fine-point permanent marker; and a 
fine-point permanent marker. These 
markers are useful for drawing fine 
lines, doing rough sketches, stippling 
crosshatching — any kind of linev 
where single-width lines are Ok 

on line drawing later.) 


Pens 
Pens (sometimes called a ‘dip per 
‘nib pen’) are the main tool of the 
manga artist because they produce < 
line that varies in width depending 
upon the user's pressure and 
positioning of the nib, and because 
they use a dark ink that reproduces 
Well. To use them, first you must 
prepare the nib (see page 91), then 
Secure it into the circular slot at the 
top of the barrel, dip it in ink and 
he three best nibs I’ve found 
ee e Crowquill nib, used for light, 
ery lines; the G-Pen nib, a 
Japanese nib useful for almost all 
bea of linework; and the shuji or 
Nool nib, which makes a slightly 
Mintner line than the G-pen, An 
ia variety of nibs exist, so try 
‘iia of them until you find the 
vetita YOu prefer, At the inking 
iy "Your Manga art it is also 


La 


Actual Size 


oe) 


sic equipment 
7 you boil it down to basics, all 
5u really need to draw manga (or any 
other kind of comics) are three things: 
paper, a pencil and a pen of some kind. 
All of these can be acquired very 
inexpensively at your neighbourhood 
office supply store, or stationers, or 
newsagents. 

Pens and pencils have already been 
covered, but paper is just as easy to 
get hold of. just use ordinary typing 
paper or copy paper, #20 bond, A4 
size. This paper is sturdy, recyclable 
and easy to find, Use it for all your 
manga pencil drawing right up to the 
manuscript stage. You'll also want an 
ordinary office stapler and staples (for 
attaching rough sketches to clean 
sheets of paper), a kneaded rubber 
eraser (for tidying up rough sketches) 
and a plastic eraser (for tidying uP 
finished art). 


300% 


Crowquill (Hunt #102) 


G-Pen nib 


School Pen nib (Hunt #56) 


Other equipment 
Other tools you are going to need to 
produce your manga projects include 
a lightbox or light-table; a roll of 
drafting tape (not masking tape or 
Sellotape), useful for securing drawings 
to the lightbox; at least one triangle 
(| suggest a 30°-60°-90° triangle 
made of transparent plastic); and a 
straightedge (I suggest a steel or 
transparent plastic one of at least 
18in./45cm length with imperial units 
on one side and metric on the other). 
Make sure your triangle and 
straightedge have a bevelled edge so 
that the ink will not ‘bleed’ underneath 
when you are drawing straight lines. 
Finally, you are going to need to 
have access to a photocopy machine 


» appeal. Giving 

1 a tragic past or a 
yo eart makes for 
extra punch. 


- The Mascot 
Cute animal \ 
sidekick. Most 
important role: \ 
possible big-bucks 
merchandising 

icon, Kid/teenage 
-Sir-friendly 


uy have all of your character sheets done, it’ 
alate to one another. 


The Reader 
Identification 
Character 

The central character 
that your reader 
‘inhabits’ during the 
story. Make him/her 
heroic and virtuous or 
cold and callous as 
the story warrants. 


The Cute Gir! 
Slender, charmin 
character with to 
of appeal for the 
older boys. Giving 
her a tragic past < 
a feisty demeano: 
makes for extra 2!) 


The Eminence Grise 
Whether grandpa or 
grandma, this character 
serves as both moral voice 
and source of ironic comedy 
relief. Minor personal foibles 
such as sarcasm, fondness 
for drink, or overt interest in 
opposite (and younger) sex 
are vital, 


The Hero 

Should be tall, 
beauteous and just 
a little bit wicked in 
the tradition of Han 
Solo. Usually dies 
heroically or gets 
married and moves 
away by the end of 
the story. 


s helpful to put them toget 1er so ye ee eee 


The Nerd 

A brainy anorak with 
annoying personal habits. 
Useful for last-minute 
disease cures and nuclear 
reactor repairs. Draw them 
in such a way that they are _relief for the rez 
good-looking without glasses in the Laurel and. 
so that they can get together Hardy mode, 
with one of the secondary 
characters at the story's end. 


The Kid Sibling 

A little brother or sister 
ups the cuteness factor 
and allows rough- 
hewn heroes a chance 
to look like big, 
protective guys. 
His/her wide-eyed 
innocence may be 
contrasted with 

other characters’ 
cynicism. 


‘ops’, are inanimate non-character objects that your characters use 
the action. It's important to learn to draw them well. Here are some tips. 


Block by block 
Even the most complex objects can 
be visualized as a collection of Simple 
forms — cones, cylinders, spheres and 
blocks. Therefore, the key to drawing 
any object, from a car to a cargo jet, 
is to mentally break it down into 
such simple forms. One of the most 
common props in action/adventure, 
crime and sci-fi manga is the handgun 
1r pistol, so let’s draw one Using this 
chnique 


Step 1 
First, | pick out the type of 
gun | want to draw (such as 
the Glock 18), then, using a 
photograph of the gun as 
reference, | rough out its basic 
form using simple shapes — 
boxes in this case. (Remember 
that the rules of perspective 
apply when drawing these Se 
construction lines!) 


Step 2 

Using a lightbox, | redraw the boxes into 

the more detailed shapes of the actual 

handgun, carefully referring to my Step 3 

reference photograph to make sure | get Finally, | once again lightbox 

the shapes right. gun, this time drawing in the various N * 
contour lines and other small details. Vol 


is, er, drawn. 
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le ME spaces your characters 
Should have them, too, By using 
are 


just as the food 
nd dog collars the 


Imaginary props 

Even imaginary objects can be drawn usin; 
method. The futuristic stun-guni I've drawi 
began as a rough sketch of a bunch of cor 
and cylinders, which | refined by tracing 
lightbox until | had the shape | was look 
lightboxed the drawing again, adding in th 
that make futuristic stun-guns so much fun 
Make sure you keep copies of your prop drs 
that you can draw the same objects the s 
later in the book. 


stick to what you know. 


One mistake a lot of beginner manga 
artists make is trying to write War 
and Peace the first time out. In other 


i words, they try to create manga 

stories set in colourful historic times, 
complex fantasy worlds, or high-tech 
wonderlands. The problem with this is 


Avoid trying to be too ambitious with your stories. 


that it's easy to get the details 
wrong. For example, let’s say you're 
doing a historical drama about a 
soldier in Napoleon's day. You may be 
the best figure artist and dialogue 
writer in the world, but if you happen 
to get the number of buttons on a 


Either do your research thoroughiy one 


Napoleonic general’ 
and your reader happens to be 

Napoleonic history buff he a 
IS ZOIng to notice night aWay, Barn 
Suddenly their interest jn —_ 
story plummets, all because 
miscounted the buttons! 


s COat Wrong 


you 


Imo's right at the big space battle scene in his sci-fi manga story 
sure exactly what sort of manoeuvres his hero’s futuristic spaceshic 
able to do. Since it's late, rather than do the research, he decides to 
draws the ship making a cool 180° turn before destroying the enemy 


LOL Imo's manga is totaly 


Wrong spaceships cant realy 
dO 180 in space worst manga 
EVAR INI Iione 


Sadly, Imo's manga has been purchased by a certain Mr 
Anorak, self-styled science expert (actual science education = 
none) and Internet manga nitpicker extraordinaire, Mr Anorak 


is scandalized by the 'bad science’ in Imo's story and s 
et 
to warn his friends about the book... is has 
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Now, one day 
technology 
may allow 
us to build 
spaceships 
that use 
artificial 
gravity to 
propel 
hemselves, 
ind it is even 
ssible that 
ch ships 
ould perform 
30° turns in 
yace. Unfortunately, Imo’s science Fiction stor 
set in a near-future time where spaceships 
> still propelled by ordinary racket engines 
vhich can only move ships into and out of 
arious elliptical orbital paths. Uh oh. 


the 
5 across 
and a scathing review of Imo’s manga flashe 


Internet for all the world to read. Many pata on his 
Mr Anorak’s opinions seriously, leaving a mo void 
and poor prospects for further sales. How © 

sort of embarrassment in the future? 


» with what you know 
ae three choices: he can continue to fake it (and risk 


> dicule), do the research necessary to get the science 
getalls right (and risk exhaustion), or write stories based 


nthe world we live in every day 
jfind the third choice to be by far the most practical. | 


don't write manga stories about typical Japanese teenagers 
because | know practically nothing about is like for 
ased 


ihe typical Japanese teenager; instead 
upon my own life experiences — schoc 
sports and 50 forth. | think it's best th nanga 
nist (and yes, | mean you) starts off 
stories based upon his or her own life 

Gowith what you know! 


..1n order to do that, however, you need to have some life 
experiences — in other words, you need to get a life. So my advice 
is to get out there and live! Jump out of that chair, turn off that 
computer, put down that pencil and go off snowboarding in 
Colorado... or help your neighbour weed her garden... or cook a 
stew... or Whatever. There are a million things in this wonderful 
world you can do, You can travel! You can see Paris in the spring! 
You can learn to dance, go skating, visit the sick, volunteer at a 
community shelter, learn a trade, meet someone new... 


or even fall in love... 


STEP 3 


Pre-production is over. Get yourself 


time to draw your manga. 


Production 
You've got your story in mind. 
You've designed your characters. 
You've roughed out the world they 
live in. You've got your mecha 
design ideas going, and you've done 
your homework to make sure it all 
fits together well. 

You are ready to move on to the 
next stage: Production. 

Over the next few pages we'll go 
over the process of actually creating 
the art for your manga. First, we ll 
lay out the pages, then we'll put the 
characters through their paces, 
adding in whatever cool ideas 
appear along the way. Finally, we ll 
take a look at a few of the most 
common art mistakes. All this done 
well and the manuscript — the flesh 
and blood of your manga — will 
appear. Let's get to it! 
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- PRODUCTION 
The Next Big Step... 


set up and gather together all the equipment you'll 
Need _ 
5 


peginning To Draw 


qu need to create 2 rough book in which to map out your panel borders ~ these form th 
s eats 


ist y 
meter of your story: 
Insides Back C 
k over 
The rough sei f regular A4 copier paper (IBC) 8 7 


rirst, fake three sheets 0 

1 

; d each in half, then stack the 
age 88), fold eac | 

eso ther, creases aligned. Presto, yot Back Cover 

atop one anotne 2 : ee 7 


cheats af ph 
d booklet of 12 pages. [his booklet 


nave a digest Size | : 
saiuts tne 

ecalied the rough book, ar t 

_ 


1.5 
pas 


Front 


manga you re going to cree 
uen DOO! = = 


comers of each page of the roug 
ine four cover pages FC (front co\ 
iyont cover), IBC (inside back cove 


cover), and the eight interior pages 


these pages you'll pencil in the « 
will in time, become your story 


sbienl 
tno 
19Vo) 
(31) 


Typical Rough Book — 3 Sheets 


a |! : 
| | 1 
3 | 
41 — 
Lt a | 4 3 
: i = 
‘atin * ti hink your art, or 
Burs al Page 1 of your booklet's As you sketch, draw the panel borders Don't tighten UP. aie pei 
lace Ough note that these in roughly, but don't get too fancy - get too detailed With HERS A " 
rig Show spreads, i.e. two simple rectangular shapes OF trapezoids Right now youre ees rying 
a once) begin sketching the are fine, always keeping in mind the pe! gent ed | 
B Panels of your story. Don't overall balance of the two-page spread erasing when necessary: " ‘att 
‘ about Making Straight lines as a whole yourself as the director of a film, 
“WING the figures exactly right d each panel being a separate shot. By 
Perspective. You can 4 all . thinking in terms of spreads and shots, 
Ing later. For now, just you will immediately orem a ' 
(a visually interesting comics pages. 


aE sown on paper! 


- Skills 


® 
Sul 


(i.e. so that they are easy to fallow in 
sequence). But here a hidden enemy 
lurks — the enemy called boring 
layout. A lot of good manga soldiers 
have been lost in the battle, artists 
who could draw well, but who stuck 
their beautiful drawings into a grid 
full of boring, postage-stamp-sized 


Manga, like all comics, is essentially 
nothing more than a bunch of pages 
covered with tiny boxes with pictures 
in them. Layout is the process of 
drawing those boxes in the way 

that best suits their contents, and 
arranging those tiny pictures on the 
manga pages so that they flow 


Now 


drop and give me 
fifty, recruits! 


How you lay out the boxes on your page will help your reader interpret what's going on j nthe 
story — while boxes of different shapes convey different meanings. : 


squares. The famous nine-panel or 
of Western comics is the enemy of 
manga storytelling — so fight it! Dow 
just draw boring boxes. Use the On’ 
shapes and arrangement of panels 6 
the spread to help tell your Story a 
dont try to squeeze too many of to 
the page! 


in 
Laying out your work can be 4 daunting 


prospect. It is important to sew 
story you are telling, rather than 5! 
viewing your task as one long ee 
of endless spreads. By injecting “eink 
creativity and a dose of inspired | 
into the mix you can do some 4malet | 
different with your creation, a" 


all your own 


endipity: Breaking the Creative Block 


've got your pencil roughs started and things are chugging along nicely, when sy 
Stade Aas dry up. Serendipity may hold the answer to breaking the block. 


ddenty, wham, 


Serendipity refers to the process of about finding solutions to creative the process isn't quite as ac 
finding useful things by accident, or in problems by ‘accidentally’ stumbling it May seem on the surface 
rather unexpected places. This lesson is = upon them, although (as we shall see) 


Cidentay & 


note that | am not a 
psychologist, so take 
these opinions with a 
grain of salt, 


Iceberg 
off the port bow. 
Prepare to launch nuclear 


missiles 


Speaking of surfaces, the science boys tell us that only 10% of the ave 
iceberg shows above the ocean's surface, with the other 90% subme 
invisible. The creative mind is similar. The human mind manifest: 
distinct modes; the conscious mind, which is the rational, cont 
thinking mode of the mind, and the irrational, chaotic, uncons: 

which processes information on a level ‘below’ the level of tho 


The subconscious 


When you consider the sheer amount of data the 
mind has to process, the percentage of the human 
mind needed to deal rationally with thoughts, 
actions and the Real World (i.e. the conscious 
mind) seems to be too small; therefore, there must 
be some greater percentage of the mind that 
operates outside of waking thought — the 
unconscious mind — that handles the tumble of 
irrational emotions, forbidden desires and old TV 
commercials. But how exactly does the 
unconscious mind do this? 

My guess is that the unconscious mind is a sort of 
mental centrifuge that takes in the whole mad 
whirl of uncorrelated (chaotic and meaningless) 
data, and sorts, shuffles and separates this mess 
until it is formed into neat piles, then feeds the 
now correlated data back to the conscious mind as 


Rational 
Uncorrelated concepts 
data Dreams 
fantasies, 
unconscious 
thought 


Subconscious 


needed, in the form of rational concepts. In other words, | think ae 
subconscious mind is the part of the mind that takes in the have 
life that just don't make sense and sorts them all out until ey cs 
some kind of meaning. The mechanisms used to do this are i 
thoughts, fantasies and dreams. 
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—_ 


And this is where serendipity comes 
into play, because dreams, 
daydreams and fantasies are among 
the richest sources of artistic ideas Raw subconscious ideas, 
around! We're talking about opanaiging 
capturing raw subconscious images 
and filtering them through your 
conscious mind to produce creative 


ideas for your comics. Usable 
ideas, 

images, 
etc. 


DOODLES 


How, then, to tap into the 
subconscious mind? The two ways 
| record my subconscious thoughts 
are in a dream diary and on scraps 
of paper collected together ina 
doodle file. Here are three 
examples of how | often get ideas: 


There 
iS a man cut in 


Telephone Line 

On the phone my conscious mind is foc’ 

on listening — but my unconscious mind i 

silently cranking away in the background & 

picking up @ pencil and notepad, | hook my o 
subconscious to the Real World by way of 


doodles. |have come up with tons of ideas 
in this way, 


two by the 
window 


Shower Power 


There's nothing like a nice, hot shower 

for putting the conscious mind on hold 

i the unconscious kick in. | 

oe as you how many great ideas for 
Nes Ve come UP With in the 


ane Obviously take notes down 
€T You towel off. 


commuter Autopilot 

om fan actually be a creative 
aa = nowhere more evident 
rig travelling. The stuffy 
tag * commuting is very 
be eo cay dreaming. Why not 
Bake Pad handy on the train, 


Us (not when you drive, for 
vious feasons!), 


Say! 
That's a 
great idea! 


As you start to design your pages take care that 


‘Common Mistakes: Peanut Head 


you don’t slip into any of 


these bad habits of style and layout. 


As you continue along in the drawing 
process, it’s easy for mistakes and bad 
practices to creep in around the edges. 
Of the most common manga mistakes 
to watch out for and the most 
egregious is the dreaded Peanut Head 
Syndrome (PHS). PHS is the tendency 


As you can see here, a well-drawn 
character has a simple curve joining the 
line of the cheek to the brow. Drawing 
this curve correctly produces a head with 
the basic shield shape characteristic of 
most manga styles. This shape is easy to 
draw when the artist has a good grasp of 
the actual anatomy of the skull. 
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many Western manga artists have 
towards exaggerating the curve 
between brow and cheekbone on their 
characters’ heads, giving them a shape 
vaguely reminiscent of a peanut. 
Here's how Peanut Head happens - 
and how to fight it! 


SS 


i 
— ~ 


( Cc 
‘9 


~—- 


Unfortunately, many new ma} 

try to draw in a distorted, carto: 

before they know how anatomy 

a result, the distortions produced in 
shape of the face by the large, cliché 
manga eyes force them to try to 
compensate by grossly exaggerating the 
brow/cheek curve. Bye-bye shield shape — 
the Peanut Head is here! 


1ce you know real anatomy, you can 
stort shapes to no ill effect, but if you 
don’t, your readers will pick up on it right 


sway: your characters will simply look 


wrong. Here, PHS is taken to its ultimate: 
it's a caved-in mess that hardly looks 

human. Buckle down and study anatomy 
before you try cartooning. You cant 


s| 
break the rules until you know the rule 


, , ic for 
Beware the temptation to substitute digital uk 
drawing skill. Computers have their uses in me Ing 
the readers 


manga, but in the end it’s your creativity 
want to see, not flashy effects. Never use 
: programmes or other digital aids to disg' 
F S| inability to draw! 


‘poser 
uise an 


, Other Common Mistakes 


Talking Heads 
In like manner, a manga 
consisting mostly of a series 
of character head shots 
spouting speech is manga 
that is driven by words, not 
images — and thus is no 
manga at all. If you want to 
draw drama, great, but you 
nave to vary your 
presentation — establishing 
shots, cartoony drawing, 
ction and dialogue are all 
part of the dramatic mix. 


Fou 


Fight Club \s for dialogue, real-life 

A good old-fashioned ESP-powered \terpersonal conversations 

for gyeat manga — once in a while. B ery seldom sound like the 

=< of certain well-known mange nes many beginner manga artists write, No one (boy or girl) wants 
sefies based pon that theme, the fa 9 waste time on a manga that reads like an 11-year-old girl's first 
manga story consisting of one supe jiary. Always ask yourself, ‘Are these words that | can realistically 
showdown after another is boring. 4 picture myself or someone else in the real world saying?’ as you put 


= 


eeeeemendiess parade your pages together 

Short and Stumpy The Tome/Magnum Opus 
Resist the urge to 
draw that epic- 
length Regency 
romance or sci-fi 
trilogy right out 
of the gate. How 
many times have 
| seen talented 
would-be manga 
makers become 
discouraged and 
give Up simply 
because they 
tried to do too 


Because the face is the 
pimary focus for 
miormation transfer, we 
aiinaturally tend to draw 
laces fitst, and the rest of 
i Dody as an 
| Merthought. The result: 
Weird, Mutant-looking 
Characters whose 
AOMMOUS, juglike heads 
“the same length as 
their torsos! Always 
Meck your Proportions 
Si draw, And beware 
bi ompa-LooMpa 
% drawing characters 


Bal.) 
He ife Proportions 


much too soon! Don't try writing super-long stories at 


.: 
first: Keep your early manga efforts shart and punchy 


to 24 pages should be plenty while you re pene 
craft. If you simply must make that manga version 


th — 
7-5 heads high) tends to make characters ee _ 


"ity " ith The Wi 

mae ~ sin and generally unattractive. Unless Iliad oc Gone Wi pestis" ie 
Mentionally drawing a child, a dwarf, or a Hello small ieee eee pages each. 
Bay Cute character, always make sure your figures are That way you thought of doing. 


Sine all 1,875 pages: 
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The Manuscript 


And here you are — at the last stage of the production process, ready to produce the Manuscript 
for your first manga. Great job so far! 


If you followed the steps of the Process up until now, you 
should have a complete manga story in the form of a booklet 
of eight pages and four covers, folded size AS (5.Sin. x 8.5in). 
(If you couldn't help yourself and drew more than eight pages, 
that's okay; if you drew less, you may want to reconsider this 
whole manga idea.) Of course, the art you've produced so far 
is pretty sketchy and rough, but that’s as jt should be; up 
until now, you've been more engaged with creating the 

story than with producing polished art. Now, however, |t's 
time to do just that. 

Make sure your pages and covers are marked with their 
correct numbers (FC, IFC, 1, 2, 3, 4, 5, 6, 7, 8, IBC, BC for an 
eight-page booklet). Unfold your booklet until it's flat, take a 
craft knife or pair of scissors and carefully cut each sheet of 
your rough booklet apart along the fold, producing two AS 
sheets (5.5in. x 8.5in). Each of the new sheets should have a 
complete page of art on both sides. 

Next, you need to enlarge your rough 

pencilled pages for finishing. To do this _— 
you'll need a supply of A3 (11in. x BC FC 
17in.) paper and access to a 

photocopier. Load the paper in the 

machine, then copy each side of each 8.5 x 11" 85 x5.5" 85x55" 
of your new sheets at an enlargement 
of 200%. Since AS (5.5in, x 8.5in.) is 


precisely half the size of an A3 (11in. x zal = a 
17in) sheet, your blown-up pencils 
should fit the new paper exactly. 
if all this is done as specified, you Each unfolded 8.Sin. x 11in/A4 8.5 x = sa 
will end up with a stack of A3 (11in. x sheet produces two sheets (four =P 
17in.) sheets (one per page of your i ps of art) when cut along x 
fe) ine, — 


original booklet), each with an enlarged 
page of your rough pencils printed on 
it, You are now ready to produce the 
finished art that comprises the 
manuscript of your manga. Oh, and 
when you've finished enlarging them, 
tape the pages of your rough book 
back together in their original order - 
you'll need ther later! ——— 


y's lightbox time! Tape the enlarged roughs printed side 


wn on to the glas 
p of It, mate hing the edges When you 


s, then tape a blank sheet of A3 (11in 


) 
. i7in,) over the to 


yen the light on, the d 
ould be visible through the top sheet « 
9 reproduce the 1m< 


ark lines of the base draw 
- VOR aWwing 
& 


Papel Your job 


now ist ages of the enlarged rough on 
the clean sheet, but instead of tracing the sketchy lines 


onthe rough exactly, you recra 
gmooth, precise lines In othe 

nderlying roughs a5 2 SOrT OF Sskeie 
hang’ clean, finished line art. At t work 


; 


of drawing the book takes ple 
now is the time to fix bad 


perspective, bogus anatomy ai 

suspect poses. You may need t 

face the entire page, then 

lage the redrawn page or 

the lightbox and redraw the 

aft yet again on another 

Clean sheet in order to 

get the look You want 

(Make sure you flip 

the base image over 

£600 time you 

fedraw it on to a clean 

SMREL So that any 

MSdrawn areas 

become apparent.) As 

Mi draw the finished 

MHI do not fill in solid bi : 

a Pi... ack areas; mark them with a 

id sa forth <i ne word balloons, sound effects 

ra fea Will be added jn later. Do this for each 
urn, and the manuscript is done. 


Using the lightbox, your original 
pencil rough... 


Pn with that 


/yo 
WOlveq you have now completed the major work 


in 

ite your own manga. From here on it's 
NO more Thee me book for print — which 

Mechanical Cilling! It's time for Embellishment, 

| enter me (Using real ink) or digital (using 

' tware). Let's be about it! 


_.is flipped and redrawn using 
smooth, confident lines... 


_.and this flip/redraw process is 
repeated until the image is clean, 
correct and complete. 


As we enter the 
final phase of the 
campaign, don't worry — 
when you reach out your 

hand and find an honest to 
goodness mange where 2 
pile of wrinkled, smudged 
pages used to be, you'll 
know What to do. 


EMBELLISHMENT 


Or, in other words, how to turn your pencilled manuscript into permanent line art. 


It's called putting ink on paper. 


Pencilled art, no matter 
how ‘tight’ it is or how 
dark its lines may be, 
is not well suited to 
print reproduction. 
Embellishment is 
the process of 
transforming 

pencil art into line 
art suitable for printing 
(or scanning). In this 
section we'll cover the basics of 
manual embellishment (i.e 
embellishment using pen and ink - 
also called ‘inking’). It is a technique 
very similar to tracing, but — because 
ink leaves a different sort of mark to 
pencil — one that can be made to be so 
much more. 

So here you are, your stack of tightly 
pencilled A3 (11in. x 17in.) manga 
Pages waiting on the desk, ready to 
begin the embellishment process 


Where do you start? Simple. First 
gather your tools. You ll need your 
lightbox, some pens and ink, markers 
correction materials and, o 
surface of some sort upon which to 
draw your finishes (completed pages of 
line art). Ready? Here we go 

First off, you're going to need 
something special to draw on. Plain 
paper won't do for inked lines — the ink 
will soak into the paper's fibres, 
causing the lines to spread out and 
look fuzzy (or bleed’). Furthermore, the 


f course, a 


rough (‘toothy’) texture of most papers 


will cause your nib to snag as it moves 
across the surface, making your inked 
lines look jagged and uneven. So, for 
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hand inking you are going to need 
something heavier, less absorbent, and 
smoother upon which to do your 
inking — a kind of smooth, stiff 
cardstock called board. 

Which board to buy? It's up to you. 
Oh, you could spend a zillion bucks on 
that fancy art-store stuff, but, since 
we're doing this the B-Chan way (i.e 
on the cheap), | recommend a far less 
expensive alternative: 4-ply white 
poster board, the kind they sell at the 
supermarket or stationer s in the 
school-supplies section. It usua 
comes in big sheets of about 22 
28in./55cm x 70cm - 


A3 (11in. x 17in. ) sheets with a Craft 
knife and steel straightedge — ang you 
can buy enough to do a Bo0d-sized 
manga for not much more than the 
price of a decent burger. You ink iton 
the smooth side. If you prefer to Spend 
more, you can, but poster board works 
fine, and you don't have to worry 
about the cost if you accidentally ruin 
a sheet or two 
You'll also need black, waterproof 
india ink (any brand is OK), your nibs 
of choice (see opposite for how to 
epare them), a holder (you can saw 
he end off if it feels too long) anda 
ouple of ceramic coffee mugs 


i 


Always make sure you 
prepare new nibs before 
you use them. This is 
where the coffee mugs 
come in handy. 


] 5 is uncomplicated: simply 
ape your pencilled manuscript 
Page to the lightbox, tape a sheet 
of board on top of it, turn the 
lightbox on and trace the lines on 
to the board in ink using a pen. 
Fill in areas of solid black, remove 
the inked board or ‘finish’ and the 
manuscript page from lightbox 
and set the finish aside until the 
ink dries. Repeat until you have 
an inked finish for each page of 
the pencilled manuscript. 
iW Once you have created inked 
finishes from each page of your 
i manuscript, you're ready to move 
on to post-production. Taking care 
to file away your pencilled 
i Manuscript pages in case things 
go pear-shaped later, reduce each 
of your A3 (11in. x 17in.) finishes 
on to regular A4 (8.5in. x 11in.) 
paper on a photocopier and then 


\ 


file the finishes away for 
safekeeping as well. It's no shame 
to emulate the pros when it 
comes ta inking your pages. 
Studying your favourite manga 
artist's ink technique is not the 
same as swiping his or her overall 
drawing style. Study as many 
different manga as you can and 
‘note carefully how the creator of 
each uses pen and ink to express 
dimension, mood, subject matter 
and other factors in his or 


Use a cheap artist's brush or a Sharpie®- 
type marker to apply large areas of black 
ink to the page. Ink the centre portions of 
the black areas first, then do the detail 
work around the edges with a fine-point 


marker to keep them sharp. 


India ink takes a few minutes 
to dry, so it’s important to take 
care not to smear the ink with 
your hand as you draw the 
page. If you are right-handed, 
start inking in the upper left 
corner of the page and proceed 
towards the lower right corner; 
lefties, begin in the upper left 
corner and ink towards the 
lower right, 


If you smudge or spill ink, don't panic. 
just wait for the ink to dry, then cover yp. 
your mistake using a correction pen Yor 


can also use it to create spark 
and highlights. Ste 


The art of embellishment is more than just tracing, of 
course; it consists of creating line art that seems alive 
and dimensional to the viewer. The key to creating sth 
interesting inks is the living line — an expressive, sm 
line that ‘breathes’ (i. varies in width). This Is Why e 
markers are not suitable for embellishing — marker 
create a line that is the same width at all times (top. i 
Such a line is ‘dead’ — visually flat and uninteresting: 
contrast, the flexible metal tip of a drawing pens 
creates a beautiful, flowing line (bottom) that Vit 
width and shape according to the pressure of the : 
artist's hand, Practice inking with a nib pen UM" 2” 
the hang of producing a living line. 


al inking in by 
will 


| pallstarts with Your 
pmanuscript: a 
rgrqualty enc” 
ayiginal is Cr ucial for 
cing 4 high- 
To digitally 
smbellish your art, 
you have to create a 
dja facsimile of the 
rend art, which means scanning |t 
And unless you're wealthy enough to 
Hoda tabloid —A3 (11in. x 17in.) - 
ge scanner, you're going to have to 
do with an ordinary, consumer- 
uaiity flatbed desktop scanner, whi 
generally limits you to a scan size of 
A4(8Sin. x 11in.) or smaller. 
Therefore, you're going to have to 
teduice your pencilled pages on a 
on to produce scannable A4 
_ Nin.) art. Make sure you keep 
ce fe pencilled originals and the 
ted photocopies on file in case 
Sota them later, 
Kf 
“id the early days of digital 
oS Production (ci 
“ On (circa 1993), my 
Partners and | developed 
Method of di . A Ope A 
igital inking’ using PC 
“Ware and i 
Msn Software that 
a 
fiser ag * &. Computers are a lot 
. ee then, and image- 
a my Ware is better by orders 
mht, woe Dut the basic process of 
6 Pencil art using a 
femains the same: indivi 
clea i me: individual 
“a Ine art are digitized 
Ge. (>300 dpi) using a 
Saved as grayscale 


va need ascanneh computer and image-processing soft 


tal Embellishment 
4 


th 
mbellishment. t 
tablet and a be t you 


Ware, plus a digital 


overview of the basic process; am 


TIFF files on a computer hard disk (2). 
entire book would be necessary tO 


Once saved, the artist uses a digital 

tablet and stylus (3) to clean up, cover the topic of digital comics 
correct and/or trace the pencil art. production in any kind of dete 

The end result is a print-ready black While I've tried to keep things 2s 
and white digital line art file, which is non-technical as possible 
saved to the hard disk, ready for instructions on the follo 
post-production. based on the use of 


Note: This section is an introduction 
to digital embellishment, not a 
complete text on the subject. As We 
review the techniques here, please 
keep in mind that this is merely an 


4 pe, te ey 
guaiity c 


ty digite tablet and other than ‘on your hard disk 
stylus are an absolute must. Tablets are the folder and contents on. 
abit pricey, but as with all goods, you RW is a great way to make sy, 
get what you pay for, so buy the best project doesn't Crash and bur 
tablet/stylus combo you can afford. if your hard disk does. Label your | 
Save each page of manga art as a backup disks with the appropriate 
yur digital pen. arate file in a special folder called project name and page numbers, place 
# ie eco tire art’ or something similar. Make a —_in protective sleeves and ire 
gitally e nb ellish your backup copy and save it somewhere cool, dry, safe place, 


dm as 


1p 1 Step 3 4 
Scar ‘in your pencil art and save as a Save the file, then duplicate the lay stylus and tablet to trace the 
grayscale TIFF file. image is on and delete the origina » ‘mage on to the top layer. Set the 
This creates a two-layer file: a laye our to 100% black, and set the 
‘Step 2 the image on it floating on top of a » ) be pressure-sensitive so that 
‘Next, adjust the file's brightness and background base layer. Then dial the sate a living line as you draw. 
‘contrast (B = 20%, C = 45-100%) until opacity of the image layer down to 20° 


‘the lines are crisp and black throughout. Or so, to get a virtual ‘lightboxed’ image 
‘if the pencil original is drawn super tight that you can trace on a third, uppermost 


and the linework is varied so the lines ‘ink’ layer. Save the whole schmear with 
‘NOW appear to be ‘inked’, then you're layers intact — you're ready to do the 
done, but 99% of the time they won't be —_ actual inking. 

‘good enough. 


Step 5 
) nin and redraw any geometric lines using your application's line- 
nay as well let the computer do what it does best — precision, Don't draw the 
5, speech balloons, or sound effects in yet — we'll take care of those in 
tion, When you have the line art layer completed, delete the lightbox 
nage layer and | flatten ‘the whole works. Convert the file to bitmap format (this will 
inate most stray marks and fuzzy bits) and then back to grayscale. Check it over 


sugh lines or unwanted marks, then save it as.a grayscale TIFF file. 


drawing tools. 


shed finish itself, while it's best 
‘to do your word balloons on a seperate 
‘overlay sheet of paper. By putting the 
word balloons on a separate sheet you 
avoid having to cover up your actual 
art using white paint or correction 
fluid, neither of which is much fun to 
do lettering on. Once the balloons are 
done, you then cut them out of the 


overlay and paste them on to the art. 
This sort of cut-and-paste page 
assembly is called mechanical layout, 
and pages produced in this fashion are 
called mechanicals. (The craft of 
drawing precise lines and shapes using 
physical tools is called mechanical 
drafting.) Believe it or not, all books, 
magazines and newspapers were once 
created and laid out mechanically; 
before computers and laser printers 
were invented, there just weren't many 


Mechanical drafting/paste-up tools and materials 
You'll need the following items to do your paste-ups: 


A Triangle 

A transparent 30°-60°-90° 
plastic triangle is best. Get 
the biggest one you can 
find. Tape pennies or squares 
of thin foam-core board to 
one side so that the triangle 
sits above the surface of 
your drawing board to 
prevent ‘bleeding’. 


B Brayer 

A rubber roller mounted on 
a handle. Used to press 
down glued-on items firmly. 


C Ellipse template 

Get a variety in thin 
transparent plastic with 
different sizes and angles of 
ellipses and circles. 


D T-square 

Used for drawing horizontal or vertical 
lines (ruling). Get one with metal or 
bevelled transparent edges 


E Aerosol adhesive 

Spray glue is the best stuff for sticking 
Paper to paper. It can be hazardous to 
the health of humans and animals and 
may damage furniture and clothing. 
Only use in a well-ventilated area. 


F Craft knife/razor knife/scalpel 
These consist of a pen-like barrel tipped 
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with a replaceable (and extremely sharp) 
steel blade. Useful for cutting out 
complex shapes. Exercise extreme caution 
when using these knives: the blade can 
Cause severe injury if used carelessly. 
Younger artists should always get the 
Permission and/or assistance of a 
responsible adult 


G Technical pen (‘tech pen’) 

A drafting pen used to draw lines of 
Precise width, These can be expensive and 
hard to use; get the disposable kind if you 
can.A tech pen with .125in. diameter 
point is ideal for drawing panel borders. 


other ways to generate art. 
for printing other than drafein 
paste-up. Fortunately for ind lee 
venerable and inscrutable Beck 
working in the business duri 
Primitive times, and on the follow 
page | have recorded the arcane 
process of creating Mechanicals in 
step-by-step fashion for your use. 
Manual post-production is time- 
consuming and tricky COMpared tg 
digital post, but it works, Lotss luck! 


H Mechanical pencil. 
Any kind is OK, 


| Correction pen 
The one you're using for your 
embellishments is fine. 


| Eraser 
Get the plastic kind that 
your inked lines. 


won't abrade 


K Straightedge ruler 
A good long one with a CO’ 
bottom is best. 


strip on th 


paste-Up The Old-Fashioned Way 


Here's h 


ow to do post the low-tech way — by hand, 


Step 1 

Tape your inked 
finish to your 
lightbox. Use the 
ruler, T-square and 
triangle to make 
sure the top and 
sides of the finish 
are parallel with the 
edges of the 
lightbox 


over 
a per 
dialog. 
other te 
overtay 


Step 5 

Detach the overlay 
sheet. Place it on 
the self-healing 
cutting surface of 
the glass lightbox 
top. With the craft 
knife, carefully cut 
out the balloons 
and set them aside. 


Step 2 
Draw the panel 
borders directly on 


a to the finish using 
ee the tech pen, 
triangle and T- 
square. When the 
JV ink is dry, erase the 
p £3, pencilled rough 


borders from 
underneath; use a 
correction pen to fix 
any mistakes then 
leave to dry. 


Step 4 

Using the pencil, 
sketch in the 
outlines of the 
balloons around the 
pencilled text on 
the overlay. Then 
carefully go over 
these outlines on 
overlay using the 
tech pen, ellipse 
template, and 


straightedge. After the ink dries, carefully letter the text inside the balloons 
with the tech pen or nib using your pencilled text as a guide. (If the text is 
typeset, cut it out with the craft knife and attach it to the appropriate 
balloon using aerosol adhesive and the brayer. (See page 100 for more 
information on lettering.) When the ink is dry, erase the sketch lines. 


Step 6 
Spray the reverse side of the 
balloons with aerosol 
adhesive and carefully place 
them on the finish. Use the 
brayer to press them flat, 
taking special care that no 
wrinkles or unstuck edges 
are left. Attach a blank sheet 
of overlay paper to the top 
edge of your finish with tape 
to protect the art beneath. 


Step 7 


Create a new layer on top of the \c\l, lasso, marquee, and ellipse 
background layer and name it ‘balln: ‘eeded, draw 100% black 
Save. 5 an the ‘balloons’ layer to match 


‘tched in on the background layer. 
es approximately 1-3 points in 
se eraser and pencil tools to 
e/sharpen corners, points, and 
yinters. Fill each balloon with opaque 
vhite. Save. 


<i Step 10 
and input ‘pe tool, create type layers hein image, save a copy to a 
(right). uy (or import) text for balloons backup disk (e.g. a CD-RW) and another 
tools, cy © move and marquee to your Line Art folder. 
Pe into blocks and centre 
NE appropriate balloons. Hide 
layer and merge balloon and 


manga: calligraphy (lettering by hand) 
and typesetting (lettering using a 
_ Machine — almost always a computer) 
Japanese manga differ from Western 
Comics in that the former tend to be 
lettered using typesetting (samurai 
Manga artist Hiroshi Hirata is a 
notable exception), while the latter 
tend to be hand-lettered. It is possible 
to combine the two forms by 
typesetting on a computer using a 
typeface (a complete ‘alphabet’ or set 
of letters, numerals and other marks) 
with letterforms that appear to be 
made by hand. Such handwriting fonts 
(a font is the digital version of a 
typeface) are widely available; it is 
even possible to make a custom font 
from your own handwriting! 

For those who prefer calligraphy, it’s 
vital that you learn how to write the 
letters of the alphabet clearly and 
consistently. Comics lettering is small, 
so your lettering should be simple and 
readable. Bold, open capital letters fit 
the bill. Such letters, called block 
capitals, are the key to creating 
teadable comics text by hand. The block 

| Capitals that | use are shown at the top 
of this page. (| use the lower-case 
lettering for occasional ‘special effects’ 
text (@.g. a character's subconscious 
_ thoughts or mutterings) | learned how 
to write this way in the US Navy; at 
__ Sea, where miscommunication could 
result in disaster, there's no room for 
sippy handwriting! 
in the right are four basic steps to 
eat, readable hand-lettering: 


marily a visual medium — but text plays an important role. If you want your manga +. 
impact, it’s essential that you know how to communicate effectively using tay 


ABCDEFGHIJKL 
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te 


WHO WOULD 
FARDELS BEA! 


Step 1 

Rule some guidelines in pencil on your 
lettering overlay sheet. Sketch in your 
text, adjusting the spacing between 
words and letters as necessary. 


Step 3 

In pencil, sketch in the appropriate 
balloon shape. Make sure that your text 
block is centred in the balloon with a 
comfortable buffer of white Space 
between the borders and the text block. 


WHO WOULD 
FARDELS BEAR 


Make sure you use drafting ink or 


waterproof black India ink — marker ink 
erase. 


isn't permanent and will fade and 


Step 4 

Draw in the balloon bo 
erase the pencil marks with rons 
rubber. Cut out and paste the roreatt 
to the page when the lettering: 


page is complete. 


rders in ink: Gently 
the 


e Hmmm, 
Well, | think 
that she’s taking 
this cat-girl thing 
toa far. Last month 
she had her ears 
moved to the 
top of her 
head. 


Digital lettering 
Lettering is much faster and easie 
the computer; you can rearrange 
words, make changes on the fly a 
mistakes instantly when you do 
digital way. However, you need to 
careful that your digital lettering i: 
clear and easy to read. The most 
important way to do this is to be 
judicious about which fonts you use 
for lettering: simple, clear fonts are 
much easier on your readers’ eyes 
than are complex, ‘artistic’ fonts. 
Fonts come in two basic styles: serif 


The art of FX 

FX (or 'effects') is lettering intended 

'O create the impression of sound or 
| atmosphere in the mind of the reader. 
; ‘creators have 

eeveoped FX to a high 

r the years, 
ext to represent such subtle 
relting cream (surin), 


eel giticht giitchi) and 


Weill, | think 
that she’s taking 
this cat-girl thing 
too far. Last month 
she had her ears 

moved to the 
top of her 


Hmmm. 


head 


fonts with serifs — little lines — 
e ends of each stroke) and sans- 
s (those without). Either 
«ay for comics lettering, but 
t short and to the point: big 
yf text are boring and hard to 
) matter what font you use. 
e, the first two balloons show 
nples of good font choices 
Frutiger then Times ) and the second 
two show poor choices (Odyssey 
then Banana). Make your font size big 
enough so that the reader can make 
it out at arm’s length without having 


heavy rain) and 
quidoe you get a manga 
storytelling tool of 


considerable power. Western comics 
are also famous for the use of sound 
effects, but these tend to be much 
more caricatured and ‘cartoony’ than 
those commonly used in manga. Of 
course, some manga artists choose not 
to use FX at all (I myself rari use 
them), but the vast gf} 
majority of manga , 
pages oa 


Hmmm. 
Well, | think 
that she’s taking 
this cat-girl thing 
too far. Last month 
she had her ears 
moved to the 
top of her 
head. 
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; 
: 
KERNING 7 


to squint, and be sure you adjust the 
leading (pronounced ‘led-ing') and — 
kerning of your type so that the 
letterforms are as clear, as compact — 
and as legible as possible. 


note how the various 
authors and/or 
artists use FX, 
then make up your — 
own mind Pai ant 


p 4 creators have developed a 


ling repertoire of techniques for 


give the viewer the impression of 
“tonal qualities between black and 


Step 1 
Lay a sheet of screentone (with backing 
_ sheet still attached) over the page to be 
_ toned and fix in position while you work 
_ with drafting tape. 


black line manga artwork. But now you need to give it some depth and contrast, 
create tonal effects by hand. : 


white without the use of colour 
printing. We call these tone effects, and 
the techniques for creating them 
toning. Toning is usually accomplished 
through the use of screentones 
(‘screens’) — paper-thin sheets of 
adhesive-backed transparent plastic 
with black ink printed in patterns upon 


Step 2 

Using a small, disposable craft knife (the 
type with the break-off, segmented 
blade), carefully cut out the outlines of 
the areas you wish to tone from the 
screentone, Cut only the adhesive-backed 
plastic layer of the screentone, not the 
backing layer or the page beneath. (Be 
sure to make your cut-outs slightly larger 
than the areas you want to tone.) 
Remove the cut screentone from the 
backing Sheet and lay it on the Page at 
the desired location. 


them and mounted on a backing sheet. 
The ‘screening’ effect of these 
patterned areas upon the line art 
creates the impression of grey areas on 
the page when it is viewed, giving 
impact, depth and dimension to black- 
and-white line art. 


While other toning methods exist, screens are by far the most common method used in Japan. 
The basic method of using tone consists of: 


Step 3 
With the craft knife, carefully cut away 

the ‘flash’ (extraneous screentone arou 

the area you wish to tone) as wa 

‘holes’ (areas that should be left wh y 

from the screentone. Finally, gently wv 
down the tone using a burnisher, tone 

scrubber, or your finger (covered W! aia 

facial tissue) to press out any aif bu 

or wrinkles and to ensure that the 

screentone stays put. 


Screentone comes IN val jous flowers. But there's more to toning 
dL 


ses. or shades, of grey. The than just cutting it out and sticking it 
percentages, aac value. the denser down! Toning is an art form all its own: 
hil ot eee ae tharafore the 2 Superior craftsman can also scrape, 
ee cee shade of grey will Ut and erase screentone to produce a 
x eathe-viewet arly limitless variety of shading and 
A wide variety of screentones exis ire effects, This craft is called 
patterns, bursts, even clouds and 3 the tone, and its well worth 


learning; my suggestion is to gather 
together good samples of etched art 
created by the best tone artists 
(Tomoko Saito immediately comes to 
mind; her tone work is of superior 
quality and is widely available in North 
America and Europe) and study the 
techniques they employ. 


Just practise - 
you'll get the 
hang of it! 


ntone costs quite a bit, can be 
ult to find, and the technique 
while to master, | have 


To understand digital toning, let's 
take a look at how toning actually 
works. When a ray of multicoloured 


pedamethod onthe computer _— (‘white’) light hits the surface of your 

that will duplicate the effects of manga page, the paper fibres reflect 
‘mechanical toning without the almost all of it away; this reflected ray 
expense, the hassle and the risk. | call hits the light-sensitive area of your 
‘it ‘digital toning’. eye (the retina) and an image of white 
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Digital 
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ional way is expensive and learning to use it without 
d frustrating. Luckily there is another method. 


paper is created in your mind jn 
response. In other words, an area thar 
reflects all of the light hitting it is 
perceived to be white. On the other 
hand, dark-coloured areas of the paper 
absorb the incoming light ray, reflecting 
nothing on to your retina; thus, such 
areas appear black. From this we can 
see that a piece of black-and-white art 
contains only black areas and white 
areas, and nothing else. 

When screentone is applied to the 
page, areas of grey are created —orare 
‘hey? Surprisingly, the answer is no! 

\ sheet of tone contains no ‘grey ink’ - 
vere is no such thing! The ‘grey’ 
>.uearance created by screentone is an 
usion, achieved by a regular pattern 
»paque dots of black ink overlaying 
white paper behind it. Such a 
attern of black dots is calleda 
nalftone pattern. The closer together 
(denser) these black dots are, the more 
reflected light they absorb, and the 
darker the area they cover appears to 
be. For example, a screen of 50% 
halftone will 
block 50% of 
the white light 
reflected from a 
page towards 
your eye, 
creating the 
impression in 
your mind of an 
area that is only 
one-half as 
bright (white) as 50% 
the paper 
around it; a 


—~ ion 


screen of 100% halftone will block 
100% of the white light reflected from 
4 page towards your eye creating the 
impression in your mind of an area 

that is black compared to the paper 
ground it, This impression of lessened 
brightness between white and black is 
what we call grey. 

Halftone screens are how grey tones 
are produced in black-and-white 
media. A printing press only prints 
solid areas of ink, but by breaking 
these areas up into tiny dots that 
partially block reflected light from the 
page, the illusion of grey is created in 
the mind of the viewer. (Take a 
magnifying glass to a newspaper and 
check it out for yourself!) Likewise, by 
placing a sheet of printed black dots 
(screentone) over a sheet of white 
Paper, We can create the illusion of 
g'ey tones on the manga page. 

And that holds true for the digital 
Mange page as well. When working in 
a digital image programme, placing a 
layer containing a regular pattern of 
black dots over a layer of digital black- 
a art creates exactly the same 

al 'grey’ effect as does putting 

| oh Screentone over real, physical 
zy Making patterns of dots is 
this in ne computers do well! With 

nind, it's easy to see how it’s 
Possible to create 'sheets’ of virtual 
Sane an image programme 
“Dapee tec nO” top of our manga 
ene printed . 
OW you do i. al World. Here's 


How to create sheets of Virtual screentone 


: 
new document 
mage 
me 
hop®, etc.). The 
vent should be 
ile and of the 
e dimensions and 
slution (dpi) as the 
mage you wish to tone, 


Step 4 


Open the document containing 
the art you wish to tone (the 
‘target’ doc) and create a new 
layer (Multiply Mode) named 
Tone. Then, using the Rubber 
Stamp tool, sample the halftone 
pattern from '25%gray.tif’ and 
‘paint’ the halftone pattern on to 
the Tone layer of the target doc 


as desired, 


_ = 


Step 2 

Select the entire area 
of the document, then 
Fill with the desired 
percentage of black. 
(For example: if you 
want to create a 25% 
grey screen, make your 
fill colour 25% black.) 


Step 5 


mess up! 


When finished, use the Eraser 
tool to erase unwanted tone, and 
the Pen, Paintbrush and Airbrush 
tools to ‘etch’ the Tone layer the 
way you want. Flatten the Tone 
layer on to your base artand 
save, And the good news is 
there's an Undo button if you 


"e" eae a" a*, 


sere 


Step 3 

Convert the document 
to Bitmap Mode 
(Halftone Screen; 35 to 
85 lines per inch; Angle 
= 45°; Shape = Round). 
A halftone pattern will 
appear. Convert back to 
Grayscale Mode (Size 
Ratio = 1). Save 
document in TIFF mode 
as '25%gray.tif’. 


Hatching 


Hatching builds up the appearance of tone or shade. The more lines 


the deeper the tone will be. 


Hatching is the art of toning a 


drawing using pen and ink. Just as with 
screentone, the purpose of hatching is 


to screen out part of the light 
reflected from selected areas of your 


drawing, thus giving those areas a grey 


appearance. Unlike mechanically 


produced screentone, however, the 
‘screen in the case of hatching is 
produced by your own little fingers 
The uneven and irregular quality of 
hand-drawn pen-and-ink marks can 
give a drawing an air of nostalgia, 


drama, wistfulness or many other 


you use in a particular area 


romantic and/or dramatic emotions, 
Hatching can also be combined with 
screentone to give your manga a 
sophisticated chiaroscuro look. On 
these pages we'll discuss the basic 
process of hatching and other pen- 
tone effects 


You should never do this in your manga, but for the purpose of example I've toned this drawing 
using all the major methods of hatching at once. Be careful: a drawing with too much hatching or 
other detail is unattractive and confusing. (The technical term for such drawings is ‘overworked’.) 
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Know the four basic freehand hatching patterns: 


Asinglehatching 
B crosshatching 
iG triple-hatching 
D quadhatching 


When hatching, 


Other useful patterns 
Here are three additional hatching 
Patterns that Suggest movement. 
Draw them with a marker or nib pen 
USING a bevelled straightedge. Make 
te taper the width of each line 
deca, NY t0 do this, gradually 

ase the pressure of the pen 


sonst the paper as you rule the 
‘ine. These nes effects are actually much 

‘ter to > create Using a computer 
ftware, and you have 
‘to fall back on, 


use 4 Crowquill nib, technical pen or fine-point marker. 


Freehand hatching patterns 


= SS 


G 

Other methods of hatching include: 
E shading 

F ropehatching 


G offset hatching 
H basketweave 


Speedlines. Zooms. 

These are tapered, parallel These are made by 
lines or curves used to drawing speedlines in 
indicate movement, towards a common, 


centre. 


emotion, action, or 
(of course) speed. 


ere are some tips for toning in colour. 


The first thing to remember is that 
manga is a form of writing, and as 
such works best when done in black 
and white. If you're telling your story 
right, you don’t need colour. However, 
it’s not unusual for serial manga in 
Japan to have a few colour pages at 
the beginning of each chapter, and 
you may choose to do the same 
(Keep in mind that any use of colour 
will multiply the cost of printing two 
to four times!) You could take up a 
whole book covering the topic 
completely; | have a couple of pages 
here, so I'll do my best to give you a 
general overview of it. 


Manual colour 

In Japanese manga, colour is usually 
applied by brush using coloured ink o1 
Watercolour — both of which require 
skill to do well. Another method is 
coloured screentone, which can be cut 
out and applied to black-and-white art 
in the same manner as grey tone. This 
method is useful for producing print- 
ready art using the old photographic 


Highlight Layer Normal 


Multiply 


Multiply 


Normal 


Line Layer 
(background) 
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printing methods. However, if 
you plan to scan and/or 
colour copy your art, there's 
no reason you can’t use any 
medium you like to colour 
your comics, such as 
coloured pencils, pastels, 
design markers, even crayons 
One caveat: don't colou; 
directly on to your original 
artwork! Photocopy the lin« 
art on to an appropriate 
medium (posterboarc 


drawing b 
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duplicate 


drag the 
of the stack 
Multiply, then flatten the 
whole sandwich into a 
layer and save in CMYK 
Color Mode. (Make sure you 
save the coloured art 
separately from the black- 
and-white originals.) The 
deed is done! 


duplic 


1 is inherently a black and white medium — but colour has its occasional uses, 


jgital colour 
‘So in the 1990s, MY partners and | 


developed 4 relatively quick, simple and 
affective technique for applying 
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colour to manga art using the 
computer, We called the process 
Go!Color, and it works very well for 


Input and Prep 
. If your line art is not already in digital form, scan it at 600 dpi 


. Convert Mode to Bitmap (50% threshold), then back to 
- Duplicate Background Layer containing line art; name new layer 


. Delete art on Background Layer; fill with white. Save. 


. Switch Mode to RGB Color. Create new layer above Line Art 


Colouring 
1. 


2. 


: 


4. 


those using applications such as 
Photoshop®, The basic Go!lColor 
process is described below. 


and save it as a grayscale TIFF image. 
Grayscale. Save. 


‘Line Art’. 


layer; name new layer ‘Colour’ and set to Multiply Mode. Save. 
Using the Selection Tool (Tolerance +24), click inside the area 
you wish to colour in the Line Art layer. (If the Tool selects areas 
outside the area you wish to colour, click off Selection, then use 
the Pencil tool to close any gaps in line art between the desired 
area and other areas.) When the area is selected, go to Modify 
menu and Expand the chosen area by 2 pixels. 


Switch to Colour layer. 


Use Color Picker or Swatches Palette to choose the desired : 
colour; then, using the Paint Bucket tool, fill the area with colour. 


Save. 
Repeat the process until all desired areas are filled with colour. 
Save. 
Once complete, you should have a ‘sandwich’ of la! 
Colour layer on top, the Line Art layer in the midd! 
white Background layer on the bottom. You may ne 
thicken the sandwich by adding extra layers for nig 
holds (areas of colour not bounded by lines di 
effects. 


Print 
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The dummy book 


litle time assembling all the materials for your book, Trust 


One of the most important things you can do to make the printing p 


to make a dummy book — a sort of scale model of youy bool. TI 
you keep the physical structure of your manga book stra/p) 
many sheets of paper you'll need and how the book's layc: 


Reducing and trimming 
It's time to make your pages of 
Original art camera-ready; that is, 
ready to be printed. If you built your 
Pages mechanically (i.e. on boards), 
you'll need to individually photocopy 
each page, reducing its size to fit a AS 
(5.5in. x 8.5in,) sheet. IF you built your 
Pages digitally, simply print then out 
at the appropriate reduction (the 
correct reduction factor for creating 
AS (5.5in. x 8.5in.) copies from A3 
(11in. x 17in.) originals is, of course, 
50%). Take care that the art on each 
‘page of your reduced-size copies is 
entred on its A5 (5.5in. x 8.Sin,) 
j trimming away any excess 
r around the edges with a craft 
arder of white space ‘Ain. 
larger should be left 


_ 
4 
xk, 

i; 


around the 4 
appropriate 
Once all your paves ars 
trimmed as necessary, set \ 
drawn originals aside in a safe | 
then stack the pages back to back ir 
consecutive order and take them to 
the print shop with the dummy book 
If all this seems complicated, don't 
worry — it's pretty common sense 
stuff once you get the hang of it. And 
don't worry about messing up — as 
long as your original art is safe, you 
can use the trial-and-error method 


without fear until you get things right. 


Most importantly, don't be shy: ask 
the copy shop staff or an experienced 
self-publisher to walk you through 
things if you have trouble at any stage 
of the printing process. 


LIT) 
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uilding the dummy 


p71 

e the formula (above right) 
vine how many sheets of A4 paper 
ill need to print your book. 


rs) zZ 
each sheet in half to forma 
vature of four A5 pages. 


Step 3 

Stack all signatures to form the guts 
(interior pages) of the book. In pencil, 
number the pages consecutively. 


Step 4 

Fold another sheet into a cover signature 
to represent the four covers of the book. 
Step 5 

Label the cover signature. 


Step 6 
Stack the guts with the cover signature 
on top. 


Step 7 
Staple together. 
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photocopy ing 


Also known 2 


manga PU 


pying 's an aaa 
duplicating technique 
developed in 1938 by sede be 
carlson. It works by ive peal p | 
arocess — @ system of ‘dry ink ess | 
srinting in which light and electricity 
wre ysed to capture an sid id 
shotographically on to a rotating drum 
and then to a sheet of paper where it 
is reproduced using 4 carbon powder 
(toner) and iron particles (fuser) . 
instead of ink. There are many different 
brands of copier, but all of them wor! 
according to the basic Carlson 
xeropraphic principle. 

Photocopying is something you wil 
likely be familiar with. This makes it th 


photocopy” 
photograpn' 


ideal choice for first-time manga 


s xerography, this method of printing re 
blisher. Here's how it works. 


publishers, Why? Three reasons: 

|. Ease of use: almost everyone has 

run a few copies off at some point in 

their lives — making the learning curve 

for operating the machine very 

shallow 

Low cost: self-service copies on 
standard paper rarely cost more than 
le of pence/cents per page to 

ig even the biggest books 


ne average manga circle. 


ce. Photocopying services 
ome are even open 
self-publishers smile 
2 thought of the pre- 
ighter, where members 
end all night at the 

> working hard to get 


Presents a good choice for the beginner 


The Book printed in time for sale! 

The downside to photocopying is 

its quality. Copy machines are 
photographic, and as such are prey 

to the usual camera-type problems: 
scratched, dirty and defocused lenses, 
poor illumination, poor contrast 
control, blotchy solids and low fidelity 
(blurriness). Keep this in mind when 
making your choice of print method. 
if you choose to print your books 
using copiers, pick the highest-quality 
machines you can find, which will 
usually be found at the higher-end 
retail print shops or at commercial 
service bureau printers, which generally 
don't allow self-service copying (and 
therefore charge more per print). 


j 


ompiting 

opiers these days are pretty 
-friendly; if the ones you are using 
‘are not, or if you get confused, ask a 
print shop employee for help. just 
show them your dummy book and 
your originals and explain what you're 
trying to do. Odds are they'll be eager 
to show you the ropes. 

Compiling is the process of copying 
your original art (four pages at a time) 
on to single two-sided sheets in the 
correct order for making a booklet. 

To start out you'll need to know 
Which pages will be printed on which 
sheets. And that’s where the dummy 
book comes in handy 


Collating 
It’s time for the final step of the 
production process: collating — building 
the individual copies of your book 
from the copied pages — and it’s best 
done as a group activity. One fun way 
ta do it is to have a collating party. 
Gather everyone in your manga circle 
at a central location (the usual place 
will be fine), organize some food and 
drink and lay out the sheets in stacks 
on the table in numerical order: first 
the cover stack, then a stack of Sheet 
1, then Sheet 2, etc,, each stack with 
the A side facing up. Once this is done, 
1 4 line, then have each member go 
bank the line, picking up the top sheet 
of each stack and placing it on top of 
the previous sheet: cover sheet on the 
om, Sheet 7 on top of that, Sheet 2 
all the way down the 


* : ti ' complete boo is collated. 
. 


Then get each member to staple 
through their completed stack using a 
heavy-duty stapler (see pages 
116-117) and fold the whole thing 
over. 

And there it is: the finished book, 
photocopy style. Stack the finished 
books in a box and you're ready to sell 
‘em, lend ‘em, or give ‘em away. 
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Sheet 1 Sheet 1 
Side A Side 8 


Page Page Page Page 
02 59 60 01 


Copy back to back 


pa Page 
—, ee 59 
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Sheet 1 


ting and collating your books ~ simple and j 
le “tase of copies, bear in mind this ie a1 


Using the dummy 
Step 1 


Determine which four es 
will go on each sheet. oy 


Step 2 

Copy two pages side-by-side on to 
the front of a sheet, then the other 
two on to its back. (Don't put your 
original art away just yet.) 


Step 3 

You now have an Aé (8.5in. x 11in,) 
sheet with two pages copied on 
each side. Check to make sure that 
none are laid out upside down 
with respect to the others! 


Step 4 

Check the pages on the sheet 
against the dummy book to make 
sure you got them in the right 
order and on the correct side. 
(The side of the sheet that faces 
the centrefold of the book is the 
A Side of the sheet; the side facing 
the cover is the B Side.) 


Step 5 
Fold each sheet carefully along its 
centreline (towards the A side), 
press it flat, and store. Once you 
have all of your art copied on to 
sheets, then make multiple copies 
of each sheet as required by your 
print run (i.e. if you plan on 
printing 100 books, you'll need 
100 copies of each sheet), AS 
you complete the copies of ea¢ 
sheet, stack the sheets neatly 
and in order and keep them ri 
becoming jumbled toge! er, Wh 
all of this is going on. 45 the 
print shop employees to copy 
your covers in colour on fo 
cardstock (#60 or heaviel 


pigital Printing 


ds of digital image processing and duplication can 


| sew Be culty both quickly and cheaply. 


exceptional 


digital printing services, either a retail 
printer (a print shop Catering to the 
general public, such as a copy shop) or 
a service bureau printer (a printing 
-ompany that specializes in 


over the past few years an exciting 
| new Way of creating printed images 
has become WI 
digital printing 
speed, quality an 


blows photocopy 
ies, it's a bit more expensive, and N10, 


you can't do it yourself (the machines 
are complex and require training to 
operate well), but the combination of 
digital scanning, laser imaging anc 
sophisticated xerography used by 
digital printers can create prints that 
are all but indistinguishable from hi; 
price offset litho images. In my 

opinion, DP is the best, most cost- 
effective method of self-publishing 
available to the amateur today 

Each DP machine is a fully electror 
publishing system. You can either feed 
inhard copy originals or copy 
PostScript® digital page files 
directly into the unit's memory. 
And no expensive printing 
plates are required — these 
Machines create their images 
using the same process used in 
Nigh-quality laser printers. 

Best of all, these versatile 
Machines are inline systems; 
ote can print the guts 
er Jee and the 

Te an , then auto- 
ng any - & book 

everal methods). 
€Y do it all with 
4S Speed — up to 
Piva per =n 
buns” book using Dp, 
ler that offers 


dely available. It's called 
(DP), and in terms of 
d convenience it 
ing into the weeds mmercial accounts) and drop in. 
Bring along your dummy book and 
nd explain to the sales 
tative and/or press technician 
trying to accomplish, 
ummy book as an example. 
t the guys and gals in the 
sive your project 
il attention; after all, 
2 a lot more 
1t than the endless 
= forms and estate 
rk that make up the 
al printer's business! 
agreed on what the job 
then negotiate a fair price 


produce printed Pages of 


and agree payment terms. The 
professionals will handle the rest! 
When the first book (a.k.a, the proof) 
comes off the press, the sales rep will 
call you into the shop and go over it 
with you and a technician to make 
sure everything is the way you want it, 
This is called a press check, and it 
should be taken seriously: once you 
sign off (give the printer your go- 
ahead to print) on the book, you'll 
have to pay for it — mistakes and all! 

For practical reasons, it's best that 
your comics circle delegates one 
person to handle all the details of the 
printing process — dealing with 
problems, handling the money, signing 
off on the proof, and so forth. This 
production manager should be 
someone familiar with the printing 
process, if at all possible. 


{ 
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Light is that subset of the 
spectrum of electromagnetic 
fadiation which is perceptible to 
the human observer. The light we 
see comes either directly from a 
light source (direct illumination) 
or by reflection (reflected 
illumination). For example, we 
call light waves with a frequency 
of 780-622 nanometers and a 
Wavelength of 384-482 terahertz 
‘red light’. The human eye 
contains light-sensitive cones 
that are sensitive to three 
specific frequencies of light; the 
frequencies we call red (R), green 
(G) and blue (B) light. When the 
eye is directly illuminated by 
light in these frequencies, the 
brain perceives the combination 
as being colourless White light 


What is colour 

Colour is a mental perception 
created by different frequencies 
and wavelengths of reflected 
light — a happy combination of 
light, object and observer. When 
the direct white light of the sun 
or another light source bounces 
from an object's surface into our 
eyes, We naturally perceive that 
object as being white in colour. 
However, most objects do not 
reflect all frequencies of light 
equally — they reflect or absorb 
various frequencies of light 
according to their atomic 
makeup. This is what gives an 
Object its perceived colour - 


Printing 


jough most of your manga will be black and white, there may come a time when YOu Wish to 
ude colour on more than just the cover. Here’s some info about colour printing. 


the relative proportions of 
frequencies of light absorbed 
and reflected by a given object. 


Printing colour 

When ink is applied to the 
surface of a white sheet of 
paper, the atomic structure of 
the paper is altered, and so are 
the wavelengths our eyes 
perceive when looking at it 
White light reflects from the 


paper's surface through the ink 
layers, each | 
certain colou 
others tc 

ry 

t 

cransf 

d 
proportic 
almost any 
created in the mind 
observer. When no ink | 
present, all colours bounce int 
the eye, and we see white paper 
Cyan ink absorbs all the red light 


passing through it; yellow ink 
absorbs blue light; and magenta 
ink absorbs green light. When C 
M, Y and K inks are all present, 
all the light is absorbed, and we 
see black. Since each colour of 
the CMYK set subtracts from 
the amount and type of 
reflected light reaching the eye, 
CMYK colour is known as 
subtractive colour 
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slour: R + G + B = White 
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Subtractive colour:C +M+Y+K= Black 
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Colour lithography 


The most widely used method of 
colour printing is called offset 
lithography. To print a colour 

lithograph, the original art is 
photographically or digitally colour- 
separated into at least four single- 
colour (monotone) images, called 
channels - generally, the Cyan (C), 
Magenta (M), Yellow (Y) and Black (K) 
channels. By superimposing printed 
images of these four colour channels, 
itis possible to reproduce the colours 
found in the original art with a high 
degree of fidelity. 

Offset lithographs are printed using 
an offset lithographic press (‘offset 
press’), This uses drum-mounted 
printing plates (made of metal, fibre or 
plastic) to transfer images in ink to a 
rubber offset roller and then to the 
Paper, Plates are created from colour- 
Separated artwork either by manual 
ay fatographic methods ('stripping’) 
a Ee aensiemaking machinery 

__.» Piste or DTP), The process 
Of Separating the image and creating 
"e plates is Called pre-press work. In a 
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digital printing technology can now 
produce colour reproductions at a 
reasonable price. But if colour DP is — 
beyond your means consider colour 
xerography, spot colour printing, 
sheet-fed offset printing, or some 
other cheaper method. 

Before you make a decision it's: 
always a good idea to disc ur : 
printing requirements with the sales 
rep or press tech at your local print 
shop. He or she will be happy to” 


advise you on the method best — 


suited to your needs and bu dget 


¢ 
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(or web) of paper from a drum 
the press through each 
f rollers in turn, it is 
ull-colour artwork 
uh speed. 
ography is a 
hographers are 
id the cost of their 
2nse of running a 
ces colour litho 
ne financial means of 
. veur publisher. My 
advice ig your colour printing 
using cheaper methods. For example, 


A four-colour press run 


Step 1 
Web (paper) is fed into 
the press from the drum... 


real book. The process 
2 pages together 
a cover is called 

binding. With the tools and 
techniques available 
“nowadays, you can slap 
‘together a pretty slick 
volume in no time — but 
before we discuss the right 
way to do so, let's take a 
quick look at the many 


wrong ways. 


The wrong way 

When it comes to binding 
your manga into a book, the 
only decision that you and 
your circle really have to 
‘make is: do you do it 
yourselves, or do you pay 
for someone else to do it. 
‘Since we're making manga 
‘the B-Chan way, that 
“probably means you'll do it 
yourselves — cheaper that 
“way, you know. But danger 

- lurks in every office-supply 
‘store in the form of bad do- 
it-yourself binding methods, 
“which are fine for putting 
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holding together a book 
that someone might 
actually care to read. The 
four methods to avoid are: 


1. Straight-thru Stapling 
2. Plastic Comb Binding 
3. Spiral Wire Binding 
4. VeloBind® Binding 


The right way 

No, if you're going to do 
your own binding, there's 
really only one choice: 
saddle stapling. 


Staplers 

If you plan on doing 

own saddle siaotin; 

cinch you're goirip i 

stapler — and your are 

one isn't going tu cut i, 
put it away, Now, here are 
two that will: the Swingline 
Model 615 saddle stapler 
binds on the fold to make 
booklets of up to 120 pages % et 
using #35150 round wire 
staples. It has an Bin./20cm 
reach — just right for manga, 
The Stanley Bostitch Extra 
Heavy Duty Stapler staples 
up to 250 sheets at a time 
using a wide variety of 
Bostitch SB35 heavy duty 
staples. Either one is 

good value — or you could 
buy both and halve your 
stapling time. 


To paraphrase Truman _ 
Capote, ‘that's not binding 
~ is jst stapling ae ® 
only a few flip-thrus this. 
Mass turns to a mess of 
frayed edges and fallen-out 
Pages. For office use only. 


2. Plastic Comb 
Binding 

You have to use a special 
machine to punch the holes 
and bend the comb through 
them. Ordinary paper is far 
too weak for this; the holes 
will quickly tear with 
repeated use. just don't. 


3. Spiral Wire Binding 
Similar to the plastic comb 
method; uses a coated wire 
coil in place of the plastic 
comb, but the dorky effect 
is very much the same. 
Makes for a great school 
notebook... 


4. VeloBind® ae 
Pages are clamped tog 
between thick plastic strips. 
Plastic spikes from the top 


strip fit into holes in’ 
bottom strip. A speci! 
gizmo trims the spikes off 


saddle Stapling versus Perfect 


n: the choice is either to bind it 
yourself or to send it out. If you 
choose the former, the method you 
want to use is saddle stapling. We ve 
touched on it opposite; but the 
important thing is to always staple 
from the outside to the inside. Just 
nestle the sheets of the book in the 
correct order inside one another like a 
saddle over a horse's back, then place 
the stack of sheets into your stapler 
with the cover on top. Punch the 
staples cleanly through the cover anc 
all the pages along the creaseline; 
when you're done, you should see the 
two staples folded into the crease in 
the gutter of the book’s centre spread. 
By putting the open ends of the 
staples safely in the middle of your 


7 
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. produced by saddle- 
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book you prevent them from snagging 
thing, skin, etc. 
» Said all that, the best way to 
s to send it out. Not only 
esssopal Dookbinders do a 
ye. can, they can bind 
'tc an actual book—a 
flat, glued spine 
se crease of the 
4 book. This kind of 
ed square binding or 
perfect binding, and it is perfect for 
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Book Format 


if your manga has a high page count (say 
50+ pages), saddle stapling starts to lose 


its lustre as a method of bindery: 
only will a thicker book not folk 
along the crease, but it's harc 
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spine upon which to put 
title!), in many cases it can 


digital printing — which 
hassle. My advice is to alw: 
perfect binding if your boo 
count permits it — you'll f 
long way towards settin 
apart from the pamphlets 
by the Other Guys. 


IN 
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| have printed and bound your books, you need to go out and sell them. The best and 
ct way is to head for a manga convention. 


__ Anime and manga conventions (‘cons’) 


— gatherings of anime and manga 
hobbyists usually held in big hotels or 
convention centres — are the natural 
market for your manga. People come 
for no purpose other than to enjoy 
anime and manga; they are open to 
self-published material, and (most 
importantly) they have money and are 
eager to spend it. Why not get them 
to spend it on you? 

The key to convention marketing is 
the table. The table is your booth, your 
store, your lemonade stand in the 
front yard. There are generally two 
Kinds of tables for sale at cons: the 
Dealers’ Room table, which is in a 
special room restricted to officially 
recognized dealers (i.e. people whose 
business is buying and selling 
anime/manga-related merchandise) 
and the Artists’ Alley table, which is in 
an area (often a promenade or 
entrance hall) open to anyone who 
cares to buy a table. Artists’ Alley is 
the souk of self-publishers, the bazaar 
of the bizarre — a marketplace by and 
for amateurs. It's perfect for what 
you're trying to do. 

To get an Artists’ Alley table, g0 to 
the website (or paper flyer) of the 
convention you wish to attend. There, 
listed among various contact data, you 
will find a phone number or e-mail 
address (or both) for Artists’ Alley 
Reservations, or something similar. 
Once in touch with the responsible 
party by phone, find out what table 
sizes they offer, and make a 


feservation for one. It's also 


worthwhile buying son 
badges which will give y 
fellow members access | 
the convention. (Many c 
you a free badge if you buy 
and/or work as 4 
staff. Check with your con 
regarding their policy on handi 
complimentary badges 

Unless you live close to the site of 
the con, you will need to rent a room 
at the hotel where the con is being 
held (or one nearby). You and your 
fellow group members can use the 
room as a refuge when you're not on 
table duty; and of course you can keep 
your clothes, valuables and supplies 
there. One room is all you'll need for 
four to five people; ask for the special 
convention rate when making a 
reservation and you'll often get the 
room at a substantial discounted rate. 

Once your table and room are 
secured, it's time to plan how you're 
going to use them. The best way to do 


foluntee 


s is to create a duty roster detailing 
) will be working the table at a 
) time. It’s best to work the table 
o-person teams, so divide the 
sp Up as best you can into A Team, 
‘ami, etc., then schedule these 
ms for duty in such a way that 
erybody ends up working a more-or- 
ss equal amount of time. The night 
before the con, get everyone together, 
pack all your merchandise and 
supplies, and go over the schedule 
together so that everyone knows 
where they are supposed to be at any 
given time. It's zero hour! 


n Ops 
a the “4 of the convention, set up 


yr table and arrange the books in 

guch a way that they're attractive and 
to see. You should be ready at 

least. a half-hour prior to the opening 
the con. You're now ready to sell! 
The Artists’ Alley is a bazaar. !n a 
bazaar, merchants spread their wares 
out along a path frequented by 
browsers and attempt to atttract them 
to their merchandise, As soon as the 
con opens, the Alley will fill with 
people; your jab is to make these 
passers-by aware of the existence of 
your book. The best way to accomplis! 
this is simply to be friendly. Don't go 
for the hard sell — it annoys people; 
instead, catch their eye as they walk 
past, smile and offer a sincere ‘Good 
morning . If they continue on their 
Way, Keep smiling — they'll be back. If 


of 


they do approach, engage them in light 


conversation while allowing them to 
&xamine the display copies, making 


sure to answer any questions they may 


have. i they seem interested, feel free 

0 point out the aspects of your book 

- make it unique, but, again, avoid 

hard sell. lf they do choose to buy 
hooray! Why not offer to throw in a 
item (see above right) at no 

S81 before you announce the price 

their money. 

Peftant: do not put a customer's 
‘Money nthe cashbox until the sale is 
=e the customer hands 
YOU the , : 
betes SP Place this on the table 

them amon Plain sight and give 


Your table should have a fabric cover (a 
clean, unwrinkled bedsheet is fine), be 
neatly arranged and free of clutter, and 
should have the merchandise displayed 
front and centre. Make sure you have a 
couple of display copies of the book set 
apart for browsing. You'll also need a 
metal cashbox with some cash in small 


Ask your customer if they want to 
be on your contact list of people to be 
notified of future projects; if they do, 
have them write their name and 
e-mail/postal address on the sheet 
you've provided. 

Once you've handed them their 
purchased items, ask them, ‘Will that 
be all?’, and wait for an answer. If they 
reply that the transaction is complete, 
offer them a hearty thanks as they 
walk away. It's now okay to put the 
money in the cashbox. ; 


denominations, plus a clipboard with — > 


attached pad and pen for your contact 
list, a notepad, a pocket calculator, — 
various pens and a couple of stacks of 
tchotchke items — little giveaway — 
gimmicks such as badges or postca ds 
that you can use as bait for browsers. 
And you'll need chairs, of course! 


The thrill you feel as that | 


first time is hard to des 
something like a first! 


table oF project by the way you 

ask questions a5 4 mertiber of the | 

pa sal audience (e.g. Hi, Mr Lewis, I'm 
Veronica Magsaysay of the Saturday 
Afternoon Manga Circle, and | was 
wondering...), and second, by being 
invited to participate as 4 speaker, 
Many cons have panels called 

‘Dohjinshi Roundtable’ or ‘Small-Press 
publishers Speak Out’, which are open 
to speakers of all levels of experience. 
By calling the convention's 

Programming Director well in advance, 
you might be able to convince them 
to invite you and/or the rest of the 
circle to speak on such a panel. In suct 
cases you not only usually get a free 
badge or some other valuable 
consideration (after all, you are 

working for the con in such 
circumstances, and deserve to be 
compensated somehow) but you get 
your circle's name listed in the 
Programming Schedule and thus gain 
a Measure of instant credibility in the 
minds of the buying public. At the very 
least, you can promote your circle 
from the lofty heights of the panel 
table. It's just like getting a free 
commercial! 


Networking 

There are a lot of conventions, and 

* ae 5 can be a lot of fun — each 
~~ elting travel destination as 


circle of friends and, yes, 
iy position as an artist — 
ends help friends. 


Disciptine 

While conventions are fun, they are 
also hard work. People don't part with 
their money easily, and the 
competition is stiff. If you're going to 
do well as a con marketer, you're going 
to have to get up earlier, work later, 
and put out better product than the 
folks at the next table. That means 
observing personal discipline — the 
ability to forego pleasure in order to 
fulfil one’s duty — and direction, the 
ability to focus on the task at hand. 
You must also share in the work that 
has to be done — no sleeping in when — 
the table has to be manned, no coming 


And it goes without saying that yot 


to the table all rumpled and wrinkled. A of 


. 
The Green Room Door - 
Somewhere in the long, empty 
hallways of almost every 
door exists — a door that 
world of opportunity for 
open it. | call it the Green 
(A green room is a room: 
convention as a private sé 
invited guests and thei 
other VIPs.) For some peo 
Room Door opens on to a cné 
advance their careers as an artis 
others, it might conceal a « 
with a colleague tha 


Auch a site, 


webmarketing 


s the practice of marketing your products dire aa 
s a powerful method indeed. <tly to potential cus 


webmarketing 


internet, and iti 


tne other advantage of the Internet 


arketing, by creating and 
operating a website dedicated to 
jou artistic output. Whole books 
have been written about how to do 
this (see Further Reading), so you 
don't need me to cover that ground 
all over again here, but suffice it to 
say that the two most important 
properties a website can have are 
great content and transparency. 

Content is the actual stuff folks 
visit your site to experience: fresh, 
high-quality and regularly updated 
manga, cartoons, illustrations, 
stories, articles, videos, music 
files, etc. 

Transparency is the quality of 
making the content of your site 
easy to find and access by the user. 
A well-designed website doesn't 
get between the visitor and the 
content they came to see; instead, 
it operates asa silent and almost 
invisible interface (method of 
sommunication) between them. 

A Website that provides a clean, 
Classy and €asy-to-use interface 
ered eet and content is said 
Sparent. 
My advice is to set up a website 
tated soon as possible. 
mt not be anything 
Complicated or fancy, but it does 
to be attractive, content-rich 
Ent; if you can't create 
do yourselves a favour 
Someone who knows what 
‘doing to create it for you. 
you did, 


iswebm 


The Saturday Afternoon 
Manga Circle 


Jie t al 


Or ars \ 


online 


* Latest Manga 


A sample website for a small manga 
rday Afternoon circle: 
cle online 


A. The index page (or home page) of the site, 
featuring the name of the circle, an ind 
the site's content and online bic 
creators. In this example a visitor ¢ the 
biography of a given member if they hold their 
cursor over the face icons. 


El *O” Mas Grande 
~ by Hana Flores 


B. Rolling the cursor over the Latest 
brings up a feature page cont 
feature by one of the creat 
allows the visitor to read the me 
the coloured arrows to advance’ 


C.A quick roll over The Funi 
the visitor to a webcomics page 
D, Rolling over The Circ! 7 ourn a 
constantly updated news Ps 
hehe ss 


The Saturday Afternoon 


Manga Circle online 


+ The Funny Pages 


ev igo 
‘Small-press Track at 


conventions 120 
Artists’ Alley tables 118 
promotional material 
120-1 


+ embellishment 


Black Stray see Norakuro 

blur effect 101 

board 90 

bob hair style 53 

body, drawing see figure 
drawing 


Bohken Dankichi (Dainkichi the 


Adventurer) 16 
bokashi (blur) effect 101 
book format 117 
booklet format 117 
borders 95-6 
bouffant hair style 53 
Bowker publishers 122 
braids 53 
brain 

re-programming 29 

subconscious mind 84—5 

symbol processing 28 
Braveheart shot 83 
brayer 96 
Bringing up Father 16, 17 
brow, drawing 38 
brushes 92, 108 
bursts 107 


C 


calligraphy 100 
Captain character 56 
Carlson, Chester F 110 
Carmencita 42-3 
cars 60 
cartoon 
as cool medium 30 
definition 10-11 
Vs comic 11 
cat's foot 49 
cave paintings 10 
centre of gravity 50-1 
chapter sizes 87 
character creation 56, 72-3 
character sheet 72 
cheeks, drawing 38, 40 
cheesecake figures 57 
chest, drawing 33 
chibi 72 


children 72 


Chinese influences in Japan 12 


chins, drawing 40 


Chohjuhgiga see Animal Scrolls 


Classic Thought balloon 95 
cloth drapery 58-9 
CMYK colour 114 


colleges for drawling lessons 27 


colour 
digital 109 
explanation 114 
lithography 175 
manual 108 
printing 114 
subtractive 114 
comic 
Strip 16 
vs cartoon |} 
Vs Maries Ff 
computers 
drawir 
convent) 
corpectt 
Costurring 
conve; 
cratt knife 
cranium, dra 
creative Ditech « 
crosshatching |0: 
crotch line 34—5 
Crowquill nib 77 
Cute Girl character 73 
cuteness 38-9, 72 


D 


Dainkichi the Adventurer see 
Bohken Dankichi 
daydreams 85 
Dealers’ Room tables 118 
details, attention to 78-9 
detective fiction 19 
digital techniques 
colour 109 
composing 108 
embellishment 92-3 
inking 93 


lettering 101 
Post-production 98-9. 
printing 113 
tablet 94 
toning 102-3 
Disney, Walt 17° 
distribution 118-23 
dog character 16 
dohjinshi 64 
roundtable 127 
doki doki 101 
Domu see Ohtomo, Katsushiro 
doodles 12, 85 
Doraemon manga 18 
drafting, mechanical 96 
drafting tape 71 
drama picture 16 
drapery 58-9 
drawing 22-61 
definition 10-11 
figure 27, 32-7, 57 
learning 27 
life drawing 26-7, 28 
mistakes 86-7 
models 26-7 
perspective 74-5 
practising 24-5 
reverse-angle 42 
symbols 30-1 
talent 25 
see also specific parts of 
body 
dream diary 85 
dreams 85 
dummy book 110 


Easy-Going Daddy see Nonkina 
Tohsan 

editorial cartooning 11 

Edo period 13, 15 

Eisner, Will 83 

Ekun, Fugai 73 

elbow line 34-5 _ 

ellipse template 96 

embellishment 90" 


a ae 


ne Feohptee 73 
rough copies 88 
69-71 
sr 2 drafting/ 
up 96 
7), 96 
etching the tone 101 
furo hair style 54 
ator 39 
~. drawing 55 
eyelids, drawing 55 
ayeline 74-5 


eyes 
big 19,21, 40, 55 
drawing 30, 34-5, 55-6 
shonen-style 55 


F 

| fabri¢ drapery 58-9 

faces, drawing 38-45 
as 3-D object 41 
aging 39 


women 36, 42-3 
pe hair 54 


foreheads, drawing 40 
Francoeur, Louis 24 
Fujio-Fujiko 18 
futuristic drawings 61 
FX lettering 101 


G 


G-Pen nib 71 

gag cartooning 11 

Galaxy Express 54 

gang shot 72-3 

gekiga 16 

Genroku period 4 

plitchi giiteh| 

girls’ romer iene 19 

giveaway 19 

plobe terty) ex 48 

Go!Colar 

Golden (in 
peretat 

gravity, ce 

Great Wave 

Green Room Linwt i | 

grey tones |U0-2 

puns 76-7 


H 


hair, drawing 52-6 
men 37 
women 36, 42-3 
halftone pattern 102-3 
halftone screens 102-3 
hands, drawing 26, 33, 46-8 
men 37 
movement 47-8 
women 36, 48 
handwriting fonts 100 
Haronobu, Suzuki 74. 
hatching 106-7 
heads, drawing 38-45 
head shots 87 


| for story 


Hirata, Hiroshi 100 
Hokusai 10, 14, 29 
Hokusai Manga 14 
Hokusai Sketch-books 29 
horizons 74—5 

Hotei 13 


Illustrator 99 
image 
distortion 28 
reduction 110 
imaginary props 77 
India ink 90, 92 
inking 92 
digital 93 
inks 90 
inspiration 66 
Introduction to Drawing, An 24 
ISBN 122 
Ishinomori, Shintaro 18 
Isro hair style 54 


jafro hair 37 

Japan 
isolation 12 
manga as idiom of comics 
11 

Japanese nib 71 

jaws, drawing 38 

Jiggs 17 

Jungle Emperor 17 


ing 66 
sizes 87 

at ideas 67 

a experiences 79 


ru catty 116 
os ruler 71, 96 


esti mind 84-5 


subtractive colour 114 

sits, drawing 59 

super deformed character 72 

sun 101 

SWAG 120-1 

‘sweatshirts, drawing 59 

Swingline saddle stapler 
116-17 

symbol processing 28-9 

symbols, drawing 30-1 


T 

T-shirts, drawing 59 
Tsquare 96 

tablet 94 

tabloid 93 

Tadpole Oval balloon 95 
Tagawa, Suihoh 16 


talent for drawing 25 


Tavi hair style 53 

tchotchke items 779 

teasing hair 53 

technical pens 96 

Tetsuwan Atomu 19, 79 
Tezuka, Osama 17-18, 18, 31 
thumb, drawing 47 
Title-bashing method for story 

generation 67 

Toba, Bishop 117, 12-13 
Toba-e 15 

Toba-e Sankokushi 15 
toes, drawing 49 


tone 43 
etching 101 
toning 
digital 102-3 
hatching 106-7 
manual 101-2 
tools see equipment 
tracing 92 
trains 60 


transport, drawing 6° 
travelling shots 19 

triangle 71, 96 

trimming 110 
triple-hatching 107 
trousers, drawing 59 
true-life history 19 

True Story method for story 


generation 67 
typesetting 100-1 


U 


ukiyo-e 14-15 
Universal Product Code 122 


V 


vanishing point 74—5 

VeloBind, binding 116 

Vertical balloon 95 

Video Track at conventions 120 

Viewing the moon froma boat 
at Mimeguri 14 

visual aspect 40 

yom vom vom 101 


W 


waist line 34-5 
walk cycle 50-1, 57 
walking 50-1 


Way of Comics see Manga Michi 


webmarketing 123 
website 123 

Western Burst balloon 95 
Western Oval balloon 95 
woodblock printing 13 


wrist line 345. 


rerography see phot 


i 


Yellow Cover Bo ) ia see. 
kibiyoshi » 
Yesterday and Today 17 


zenga 13 
zooms 107 


3-D effect 43 
3-Dmodels 
creation in brair 


Draw 


Manga builds your skilis, from drawing the basic figure, creating 
ehevabdle characters and setting the scene, to Ceveloping a story and 
reating Gramatic lettering, By the end of the book you will know how 
to create your own mangé and how to publish your Work On paper or 
online. This comprehensive approach to thinking and drawing manga 


iS the essential guide 


Manga style is a phenomenal 
success all around the worid 


Lgarn how to draw figures, 
© believable characters 
elop stories 


a 


or) Outlines the process for 
7,* 


publishing your own manga 
in book form or online 


. 
en 


50-6 


ee BL 


81843'40188 


V/V heyeall hors ti iv 


